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THUMB INDEX 

The tab on the right-hand side of each double-page 
spread is designed vo help you find your way around 
the guide. The top section lists the individual 
chapters, while the lower section highlights the part 


of the chapter you are currently reading 


In the Walkthrough chapter, you can use this system 
0 find maps and tables. Simply leaf steadily through 
the pages until the location you're interested in is 
highlighted. 


INDEX 

If you're looking fora particular piece of information 
consult the keyword index that starts on p 

This list will show you a which p 

contain the information you seek 
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introduces the basic features and functions of Final Fantasy XII, 


e considered an overview of what vou can expect to encounter 


vÓur first few hours of play, It deals not only with controls and. 
on-screen displays, but also offers advice on menu options and gameplay 
concepts, However, bear in mind that not every option or feature detailed 
here will be available right from the start; some will only appear once vou 
reach a certain point in the adventure, lvalice is a massive world. and this 


section offers but a glimpse of the things vou'll get 10 do there. 


„BASIC 
CONTROLS 


The &xact function of your controller depends on the situation at hand 
Nevertheless, there are certain staple controls that are used throughout the 
game: you confirm choices with @, cancel them with ©, move your character 
around with the left analog stick, and use the directional pad to navigate menu 
screens. Additionally, vou can pause the game with GEARD. This also works 
during event sequences, but not during FMV movies. 


When the game is paused, the following options are shown at the lower 
left-hand corner of the screen 


© = Back (to game). Pressing GTARD again has the same effect. 


@ = Quit to Title. Be aware that once you confiem this choice, your progress 
since your last save will be lost 


® = Skip. This option is only available during event sequences. You can use it 
to skip almost any scene and jump directly back to the game. 


Fiero CONTROLS 


ton pressed (a look at selecte 


BATTLE CONTROLS 
In areas where batdes are possible, new controls and functions are made available 


(Baule Menu) 


esse (while running aw ft analog stick) to at 


Directional pad 


Left analog stick/ CB button 


Right analog stich/@S button 
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“THE GAME SCREENS ih 


INSIDE TOWNS (FIG. 1, HIG. 2} 


ED ran con TARGET Ine à 


You can talk to every NPC (non-player character) who has Rabanastran 
«zalk icon above their head. Shopkeepers are identified 
by a different kind of symbol: a rectangular orange icon 
When you approach such an NPC, the icon will change 
to a ® —indicating that you can use this button to 

talk — and reveal the name/description/function of the 
person. ed 


® Rabanastran 
ef Husi CONTR 


elf TEE GAME SCREEN 
The conversation will be displayed in a window at the 
bottom ofthe screen. Press ® to display the next 

part ofthe text, or close the window at the end of the 
conversation. When the Log function is available (“Log” 
will appear at the top right of the conversation window), 
feel free to review previous pages of text by pressing @ Ln 
and then moving up or down with the directional pad. dhEsst end 


BED action icon 


When vou approach an interactive object (such as a door, 
aswitch, or a treasure chest), an exclamation mark will 
appear over the head of the character currently under 


vour control. If you are close enough to manipulate 
(open/use/examine) the object, the symbol will change 
to “1, and ® will appear together with the name of the 
object. Press the button to interact with it 


HB vocation 


The name of the town and the specific location (zone) 
vou are in will be displayed at the lower lef-hrand corner 
of the screen. You'll see the same information in the top 


left-hand corner if you open the Location Map 


B ai: 
An exit to another zone is marked by a dotted blue line 
(the connections between zones are indicated by thin 
brown lines on the Location Map). If the zones are 
separated by a closed door or 
dotted line, but 4 regular a 


e, there will be no such 


tion icon instead. 


HE rarget info 
By pressing the direetional pad left or right, you can cal 


up target info about nearby NPCs you can talk to. This is 
the same information (name or description) you’ see 
when standing next o a person 


KD me minimap 
This is a basic map of the surrounding area, which 


displays many elements 


pe M 
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„LOCATION MAP (FIG. 3) 


Press GELEED to access a comprehensive map of the area. Use the left analog 
stick to move the map, and the directional pad to highlight different zones. 
You can switch to any adjacent known map by highlighting and selecting the 
blue or gr p. Blue indie: 
green indicates a map of an area above or below. You can toggle the map 
magnification with and and return to the game with © 


arrows on the n 


es a map on the same level, 


Your current area (or the area highlighted using the directional pad) is light 
brown. Known areas are grey. If you have not found or purchased à Location 
Map, only the places that you have walked through will be displayed; the parts of 
2 known map which you have yet to explore are of a darker colour. 


„BATTLE SCREEN (FIG. 4, FIG.5,AG.6 


During battles, a lot of different information will be displayed on-screen, 
enabling you to always keep track of each and every aspect of the action. 


EE natie chains 

If vou defeat two or more foes of the same type in a row, this will be indicated 

by a chain count. The higher the chain, the greater the probability that the 
enemy will drop an item once defeated. As chains increase in length, the quality 
and number of tems dropped can also increase. Note that there are also some 
hidden chains that are not revealed. For more on this subject, please refer to the 
Tactics chapter. 


EA combat tog 
This log in the top lef-hand corner of the screen continuously informs you about the 


readies 


Protect 


Vaan 
Balfhier 


Prótect-SFran 


EE name of the area and zon 
EA vour character f 
B armaments shóg 
[4 | Protectives Shop 
HE magicks shop 
HH rechnicks Shop 
Gambits Shop 
EO sanaries shop 
EE ravern 

DD residence 

HEN acrodrome 

IE save Crystal (blue)/Gate Crystal (orange) 
Story-related destination 

14 | Connection to adjacent map 


There are other symbols you can encounter, depending on the area. If you want 
to know what's what, just call up a list ofthe paints of interest with @®. When 
vou select an item on the list, the corresponding iean-On the map will flash. 


4 


flow of events that occur during battles. For example, it will warn you when an enemy 
is charging a special action, inform you when you have stumbled into a field wap, 
reveal the result of an attempt to steal an item from a foe, idenufy items obtained 
from defeated opponents, and tell you when your characters gain levels 


HE rnc minimap 


This is the same as the map used inside towns, though a few new symbols 
app 


EA axe aur 


Every time you defeat an enemy, the amount of experience 
points (EXP) and Licence Points (LP) earned by vour 

rs will briefly appear on screen. Note that EXP 
awarded to vour active party members only, 

all characters (including reserves) gain LP. 


HE cnarge rime Gauge 

This gauge tells you if one of your characters is busy 
preparing or performing an action. After you have selected 
an action in the Battle Menu, your character will need to 
charge” it. As soon as the gauge is filled, your character 
will execute the action, and the word Action will appear 
on this gauge — except if the target is out of reach. In that 
case, the name of the charged action will flash on top of 

js gauge, and it will be performed as soon as the target is 

back within range, 


After performing an action, your characters need some recovery time before 
they are ready for their next action. If you select another command during that 
time, the word Queue will appear to the left of the charge gauge, meaning that 
the action in question is on hold. 


| | HP Gauge and Status Effects 

Pay auention to the colour of HP gauges. These are red for enemies, blue for 
allies, and green if a character/monster is neutral (or simply non-hostile at 
present). If a character is under the influence of a status effect, a symbol will be 
displayed next to the HP gauge. Such effects may be positive, such as Libra or 
Protect, or negative, such as Poison or Blind. Note that if a character is under 
the influence of different effects, such as Libra, Shell and Protect all at once, 
only the effect with the highest priority — in this case, Protect — will be shown. 
You will need to consult the Status sub-menu in the Party Menu to view all the 
symbols. Turn to page 30 for more information on status effects. 


A character Information 

Next 10 the names of the characters in your active party, you" see their hit 
points (current and maximum) and their Mist Points (current). The gauges 
below these figures show the same information in visual form. 


® A dark background bar indicates who your party leader is. 
® Asstylised yellow G symbol shows that a character’s Gambits are active. 


® When you open the Battle Menu, a blue box appears around the data of the 
character vou are issuing orders to. 


® Characters’ names are displayed in red when they are targeted by an enemy 
or by a friendly spell. 


© If your character is under the influence of a negative status aïlment, such as 
Poison or Blind, the effect blinks to the right of the current-HP figure, 


EO rarger Lines 


When allies or enemies initiate actions, coloured lines appear between them 
and their targets when the Target Lines setting is activated in the Config menu: 


® Red line: An enemy has initiated an attack on one of your party members or allies. 


© Blue line: One of your characters is launching an attack on a foe, or is 
trying to grant a positive status effect to an ally 


© Green line: Someone or something is being targeted with a healing spell 
such as Cure, or an item capable of removing negative status effects, 


EED actie menu 
This menu pops up when vou press ®. It enables you to manually choose an 
action for the party leader. Press left or right to switch to another party member. 
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A description of the currently highlighted action is shown in the top left-hand 
corner of the screen, For more details on this menu, turn to page 15. 


ID rarget Guide 

An arrow points from the party leader to the target of the selected action. If the 
target is within range, the arrow is vellow; when out of range it turns red. The 
greater the distance, the longer this arrow will be. 


EN gate information 

Information is displaved around your active team members, keeping you up 
to date with everything that occurs as a battle takes e. Look out for the 
following important details during combat: 


© HP depleted or restored: red number if one of your characters is hit, white if 
an enemy is hit, and green if someone regains HP. 


® Blocl/Parry/Miss: an attack failed because it was blocked, dodged, or simply 
missed its target. 


© 2 hits/3 hits: a character has achieved multiple hits, up to a maximum of 12 
'actics chapter for more information). 


(see the 


| 12| Target Info 

The status effect called Libra (which vou can activate by equipping an accessory 
with that power or via the Technick of the same name) is required to uncover 
precise information about individual foes. Without it, you'll only see the name 
of the enemy and some question marks. However, vou can usually discern how 
dangerous an opponent is (albeit approximately) by observing the colour of 
their name: red means extremely powerful, yellow — tough, and blue — easy 
(though these are all relative, of course) 


If vou activate Libra, here are the pieces of information that will be revealed to 
get (with the exception of special foes such as bosses): 


vou when you aim 


®@ Level and name of your target: a single-letter suffix helps vou to 
differentiate between multiple enemies of the same type 


© Hit points: curreny/maximum 

© HP gauge: à graphic representation of the foe’s HP 

® Weak: a symbol reveals the elemental weakness of the enemy (should one exist) 

® Flying: when this icon is visible, it means the foe in question is airborne 
during combat, and thus can only be harmed by spells, ranged weapons, or 


few Technicks, 


© Status effects: when a target has one or more status effects active, you will 
see them flashing next to the HP display. 


PARTY MENU=- 


Press ® to call up the Party Menu (Fig. 1), where you can change the members 
of your party, view your characters’ stats, equip weapons and armour, examine 
your inventory, configure your game options, and much more. A description 

of the currently highlighted option appears in the top lefi-hand corner of the 
screen, and a full list of your party members on the right. This screen displays 
the following information 


PARTY (FIG. 2} 


There are up to six main playable characters in Final Fantasy XL, From these six 
characters you must choose the “party” that plays an active role in battles. A party 
consists of at least one, and up to three characters. At certain times during vour 
adventure, a guest character will temporarily join your party to lend a helping 
hand. Guests act on their own initiative during battles, and you cannot change their 
equipment nor influence their behaviour via Gambits in the Party Menu. 


Select the picture of a character and move it to the left or right to add or remove 
them from the current party. Characters whose pictures are to the left and highlighted 
are members of your active party. The ones to the right are your reserve members, 
ready to be called into action at (almost) any time. The only restriction is that 
targeted characters cannot be removed from the panty, irrespective of whether they 
are targeted by foes or by allies. The name of targeted characters appears in red 


„STATUS (FIG. 3) 


Visit this menu to view detailed information on your characters: 


© Level: A character's current level. As they collect EXP, characters gain levels, 
which leads to the growth of their attributes, such as HP, MP, Strength, 
Magick Power, Vitality and Speed. 


® HP: A character’s curreny/maximum hit points. These represent a character’s 
health, or their ability to sustain damage. Whenever a character’s HP reaches 
zero, they are KO'd and can no longer act until revived. 


® MP: A character’s current/maximum Mist Points. These are required to cast 
spells. 


© LP: The number of Licence Points available. Each character can spend them 
on the Licence Board to acquire new Licences. All team members, including, 
reserves, obtain LP when you defeat a foe. 


© Exp: The experience points a character has earned by defeating enemies. 
Only active party members obtain EXP when you defeat a foe. 


© Next: The number of experience points needed by a character to reach the 
next level. 


KEN ne idenuwy of your current party leader, indicated by a lag, 


HEA mn tevel and name of each character 
3 | The current/maximum hit points (HP) of each character. 
EB mie currenvimasimam Mist Points (MP) of each chara 


HE me number of Mist abilities each character has learn 


KD status etiecis such as vibrag 


Gilis the curreney ofthe 
party possesses. 


EN mre number of steps von 


Your active tea 

has a leader. ” 

by an orange 

this character will be 

under your control_— 
during battles (Gambits 

©2_potwithstanding), and 

is the individual whose movement you will guide when travelling. If you remove 

the leader from your party, another character will become leader — usually 

the character closest to the top of the list. Should you temporarily remove 

every character from the party — note that you cannot leave the menu if you do. 

this — the first character you select will become the leader. In towns, irrespective 

of who your current party leader is, you usually control Vaan, and Vaan alone. 


© Status Effects: There are positive status effects such as Protect or Libra, 
‘and negative status effects such as Poison or Silence. All status effects that 
a character currently has are listed here. In addition to the symbol, you 
hav ess to the name of the ailment and its description, including how to 
remove the effect (see table on page 31). 


e represents a character’s ability to inflict physical 
damage upon an enemy. It is mainly determined by the currently equipped 
weapon. 


® Defence: The higher the number, the less damage the character will take from 
physical attacks. This value largely depends on the type of armour equipped. 


© Magick Re [he higher the number, the less damage the character will 
sustain from Magick-based attacks. This value largely depends on the type of 
helm equipped. 


© Evade: The higher the number, the greater the probability that your 
character will block enemy attacks. This value is mainly determined by the. 
weapon and/or shield equipped. 


© Magick Evade: The higher the number, the higher the probability is that 
enemy Magick will not be effective on the character. This value is mainly 
determined by the weapon and/or shield equipped. 


® Strength: This figure determines the power of most physical attacks. 
© Magick Power: Determines the potency of various Magicks 


® Vitality: Determines the character’s resistance to status effects, as well as the 
úme required for recovery; 


® Speed: Determin: 


their actions. 


s the amount of time required by characters to perform 


Press ® again (or press @ before selecting a character) to see the Action 
list (Fig, 4), a list of all the Magicks (White, Black, Time, Green, Arcane), 
Technicks, Quickenings and Espers the character has obtained. Use ® 10 move 
through the different pages. Point the cursor at the name of an action to display 
a short description of its effect. IF you have acquired a Magick or Technick, but 
the current character doesn't have the necessary Licence, it will be listed in grey 
Switch to other members of your party by pressing GD or 


„EQUIP (FG. 5) 


Use the Equip command to modify each characters equipment. You have four 
options at vour disposal: 


© Equip: Manually change the equipment in each category 
® Remove: Remove a chosen piece of equipment 
@ Remove All: Remove all equipment 


® Optimise: Automatically equip the most powerful equipment available, not 
including accessories. 


Your choice of equipment for each character has a major influence on their 
stats. When the marker points at a type of equipment, you can immediately sce 
how equipping or removing it will potentially affect attributes (Fig, 6), max 

HP or max MP. A number in blue indicates an increase, and a number in red 
indicates a reduction; the number will remain white if there is no change. There 
are five main categories of equipment 


® Weapon: Choose the weapon the character will attack foes with. Some 
weapons require two hands to wield. If a character carries a shield in his or 
her OfF-Hand slot and you equip a “21” weapon, the shield will automatically 
be removed. If you equip a ranged weapon that requires ammunition, the game 
will prompt you to equip suitable Shot, Arrows, Bolts or Bombs immediately 


@ Off-Hand: This is the “other” hand of your characters, If they use a 
single-hand (111) weapon you can equip them with a shield, which primarily 
affects their Evade and Magick Evade attributes. On the other hand, if they 
use a ranged weapon, like a bow or a gun, you'll need to equip the Off- 
Hand slot with ammunition, which affects the Attack Power rating and may 
add some extra effects (such as status ailments or elemental properties). 
Characters who wield a ranged weapon or a 2H weapon have their Off-Hand 
slot occupied, and thus cannot be equipped with a shield: if you try to do so, 
their weapon will be automatically removed. 


@ Helm: This protective affects Magick Resist, but it can also have an influence 
on other attributes such as Strength, Magick Power, max HP and max MP. 


© Armour: This protective affects Defence, but it can also have an influence on 
other attributes. Note that this option only covers chest pieces, whereas in the 
Inventory menu, the term Armour combines shields, helms and chest pie 


es. 
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@ Accessory: A special kind of equipment that can bestow beneficial effects on 
vour characters when equipped, such as immunising them against certain 
status ailments, influencing their elemental affinities, or adding “pern 
positive status effects, such as Libra or Shell. Note that the Optimise option 
does not take accessories into account. 


When vou select a category such as Weapon, you'll sce a list of all the 
armaments your party possesses. With RD) and vou can switch to 
sub-categories such as one-handed weapons or ranged weapons. However, the 
Off-tand menu doesn't feature all available equipment for that option: there are 
separate, context-specific lists for shields and ammunition available for each 
character, based on their current weapon. 


ca 


If the character owns the Licence for a piece of equipment you have in stock 
and are free to use, its name will be displayed in white. The name will be grey 
ifthe character doesn't own the Licence, or if every available unit of this piece 
of equipment is already equipped by other characters. Grey circles on the right 
reveal which characters are able to use the equipment, and coloured dots tell 
vou what everybody currently has equipped. 


The Optimise command only takes one quality into account when used: Attack. 
Power with weapons, Evade with shields, Magick Resist with helms, and Defence 
with armour. As equipment can often have othet ial properties, it's 
advisable to have a “manual” look at the selection. 
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LICENCE (FIG. 7, HIG. 8) an 


Every time you defeat a foe, vour characters, including the reserve members, 
earn Licence Points (LP). You can spend these LP on the Licence Board to 
buy” new Licences. However, you may only obtain Licences adjacent to 
the ones you already have. Licenses not only provide access to new a 
Gwielding weapons, equipping protectives, casting Magicks, using Technicks), 
but also to permanent bonuses, such as raising max HP, obtaining additional 
Gambit Slots, and so forth. There are six major categories for Licences: Magick, 
Technick, Augment, Accessory, Weapon and Armour. The layout of the Licence 
Board is the same for all characters. 


ilities 


HE vaiabte vicence points (LP) for the selected character. Press @D and 
to switch wo other characters 


EE ontainea ticence 


EA opsainabie Licence 


KA ve required vo obtain the Licence 


5 | Category of the Licence. 


KB ne name of the abiliv/equipment covered by this Licence, or the efect of 
the Licence, 


Locked Licence. To see more detailed information on a Licence, you have 
to obtain an adjacent one 

In most cases, a Licence alone doesn't mean that your character can instantly 
use a weapon or cast spell. Only Licences for status entrancements (such as 

+50 HP“), Quickenings and Espers are effective immediately with no mitigating 
condions. With equipment, ou obviously have to be in possession of an item 
before you can use it Ian item is displayed in white when you highlight a Licence, 
this means you have it in our inventory; ii’ write in grey leters, you don't. 

The same principle applies to Magicks and Technicks as well, as you need to 
acquire the Licence and purchase the corresponding Magick or Technick from the 
relevant shop. Fortunatels, while each individual needs to acquire the Licence to 
use Magicks or Technicks, you only need to buy them once for the whole party 


„GAMBITS (FIG. 9) 


Gambits enable you to instruct the members of your party to perform a variety 

of context-sensitive tasks during battles, The different potential combinations 

of Gambits number in the thousands, thus enabling you to create some very 
specifie and effective instructions for your characters. A Gambit consists of two 
parts: « target and/or condition (identifying the target of the action and in what 
context the action should be performed) and an action (identifying the action 

to be performed). To set up 

a Gambit, point the cursor 

at the central section of the 
Gambit Slot, then press ® 
and choose an available target 
and/or condition from the list 
(Fig. 10). The second step is 
to move the cursor to the right 
of the Gambit Slot and select 
an action. Finally, if the Gambit 
Slot is currently grey, move the 
pointer to the left side of it and 
press ® twice o activate it 


able actions 


As far as assign 
are concerned, you are free to 
instruct your characters to do 
anything they are able to do 
in batles, such as attacking, 


There are two types of special Licence. Quickenings are unique bate abilities 
vou" find those Licences at the edge ofthe board. The Licences for summoning 
Espers are added to the board once your party has defeated them in battle. Each 
special Licence can only be learned by one character. Once obtained, it disappears 
from the Licence Boards of the other characters. There are a total of 18 Quickenings, 
with each character having the capability to learn up to a maximum of three. 


E 4 


casting Magick, or using an item. The target, on the other hand 
first, vour possible targets are limited to options such as “Foe: nearest visible”, or the 
name of specifie party member: You'll need to purchase new Gambits in shops or 

find them in treasure containers in order to expand vour strategic repertoir 


js not that simple. At 


It is important that you prioritise your Gambits sensibly. A Gambit has priority 
over all Gambits located in slots beneath it. For example, if the first Gambit in a 
list is to attack the nearest visible foe, and the second Gambit is to heal an ally 
whose HP falls below 50%, that character will not heal an ally for as long as 
there 
healing above attacking, so that your characters heal allies in need of help and 
then continue fighting the enemy. For more information on the many subtleties 
of the Gambit system, please refer to page 52. 


are enemies nearby. Therefore, as a general rule, itis wiser to prioritise 


To change the priority of Gambits, point the cursor to the lefmost part of a 
Gambit Slot (the on/off switch). Press 6® once to “pick up” that Gambit, then 
use the directional pad to move it up or down the list. Press ® again to put it in 
place. Ifyou press ® twice without moving the slot, you'll turn that particular 
Gambit on or off. If you point the cursor at the on/off switch just above the top 
Gambit Slot and press ®, you can turn all Gambits on or off. You c 
this by using the Gambits option in the Battle Menu 


also do 


This system may seem a little complicated at first, but you'll soon get the hang 
of Gambits once you actually start creating them. You can find a thorough 
explanation of Gambíts in the Tactics chapter of this guide. 
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„WORLD MAP (FIG. 1) he 


The World Map displays all of te arcas you have visited in Ivalice. A flag marks 
vour current location, and routes on the map show how the difierent locales are 
connected to ech other. You can select any area you already know (either through 
a.prior visit or the purchase of map) to consult detailed Location Map. This can 
be very useful: it enables you to look up zone names and the positioning of Gate 


Crystals. Knowing the exact name of a zone within « location (as seen at the top ofthe 
Location Map screen) can be veryimportant when you are on the trail of Marks, or 
are following an NPC' directions to a specifie destination. 
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Al equipment, Loot, Key ems and abilities your party currently owns are 
doeumented at the Inventory screen. From here, you can sort all items if you so 
wish, read descriptions, and study additional information (such as the MP Cost 
of Magicks, or the effect a piece of armour has on the stats of a character). You 
are free to sort every list manually: press ® to select an entry, move it up or 
down the list, and then press the button again to put it in place. Press if you 
wish to sort a list automatically. Depending on the category, there are different 
options such as Auto-Sort (default order), By Quantity (largest amount at the 
top). or By Strength (attack power of weapons or defence of armour) 


Inn der 
tzr ard 
Water 


Black M. 
mpc 


You can scroll rapidly through long lists if vou press ® in conjunction with 
the directional pad. This actally applies to most scrolling lists in the game. The 


@ Items: This documents all items that you can use in the Battle Menu, and the 


categories are: 


® Key Items: Items important (and sometimes pivotal) to your progress in 
the game. You cannot sell them, and they are used automatically when you 
reach the right location or talk to a specific person during the course of the 
adventure. 


® Loot: Items dropped by defeated enemies. You should sell most of them 
at shops unless they have a specific use, as is the case with Teleport Stones 
and Gysahil Greens. By doing this, vou will both earn Gil and trigger the 
appearance of new items ín the Bazaar section of shops you visit. See page 38 
for more information 


© Abilities (Fig. 12): Use this list to change the order in which Magicks and 
Technicks appear in the Battle Menu. By pressing @I) and ‚ou can switch 
through the sub-categories (White Magicks, Technicks, et al). A coloured dot to 
the right tells you which character has mastered which ability 


amount that you have in stock. 


@ Weapons: All of the weapons in your party's possession. By pressing &I) and 
CD you can cycle through the different sub-categories. Coloured dots below 
the character icons to the right tell you which weapons they have equipped. A 
light grey circle indicates that a character has the Licence for a weapon. 


© Ammunition: The ammunition available for ranged weapons such as bows 
and guns. Ammunition is not consumed in the game, meaning that one quiver 


of arrows can last an ete 
powerful variety 


zity — or, more pertinently, until you acquire « more 


© Armour: A list of all the armour at your party's disposal. You can move 
through the three categories separate to the main list if you want to view 
Shields, Helms and Chest Pieces. 


© Accessori, 


: All of the accessories in your party's possession. 
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CLAN PRIMER (FIG. 13) 


Oi (Clan Primer provides information about Hunts, defeated mons 
accomplishments and adventuring tips. Itis frequently updated, s 
check this option regularly. There are four entries in this menu: 


vou should 


© Hunts: Special missions where you agree to hunt down a specific monster. 
You can read about your progress here, study information on the petitioner 
(that is, the person paying for the contract), where to find the monster, and 
which steps you have already fulfilled 


© Besti seneral information on the foes you have defeated so far. With 
most regular monsters, you can unlock a second page of information. This 
does not usually concern the monster itself, often discussing the Loot it may 
carry, important locations, or general information about the world of Ivalice 


and its people. To actually unlock this you’ need to defeat specific number. 


of tat enemy type, which is displayed under the heading “Need”. 


® Sky Pirate's Den: This room is filled with figurines as you meet certain 
requirements, such as attacking over 300 times, or casting Magicks over 
200 úmes. 


„CONFIG (FIG. 14) 


Vis this menu to configure vour game settings. The “S 


BATTLE 


® Battle Mode: This option only has an impact on locations where battles are 
possible. If you select the Wait option, the action stops when you open the 
Battle Menu to select a command and choose your target. This gives you all 
the time you need to devise strategies and actually enter the command. We 
strongly advise that vou use this setting if you are unfam with the game. 
If, on the other hand, you opt for the Active option, time flows continuously 
during battles, even when you open the Battle Menu to issue instructions. 


® Battle Speed: The speed at which the action takes place during battles. 
In practice, this essentially afects the speed of the action charge bars. The 
default setting is 3 out of 6. 


® Target Lines: These lines show you who targets whom, and with which type 
of intention, which is a great way to find out who an enemy intends to attack, 
or which ally à party member is attempting to heal. You can nevertheless 
switch this useful feature off if you wish. 


® Cursor Position: With Default, the cursor will always point to the first 
option when you open the Battle Menu. If you choose Last Selection, the 
cursor will always point o your most recent choice. 


stem” options are the same as the on 
beginning of the game. Select the last option, Restore Defaults, to reinstate the game’ 


© Traveller's Tips: Useful information about different aspects of the game 
are added here from time to time (especially during the early stages of 
the adventure), covering topics such as MP restoration and travel by Gate 
Crystals, 


By defeating enemies and completing hunts you collect points, indicated at the 
bottom of the screen. This total contributes towards your Clan Rank, which in 
turn governs the Hunts you have access to. 


you choose at the 
ctuings. 


® Controller Vibration: Switch the controller’s vibration function On or Off 


® Screen Shake: This efect o 


during certain scenes. Toggle it On or Off 
© Subtitles: Turn the dialogue subtitles of cutscenes On or Of. 


® Screen Size: Set the aspect ratio of the screen to Normal (4:3) or 
Widescreen (16:9). 


© Flicker Filter: Toggle the screen flicker filter On or Off. 


® Sound: Adjust the sound settings to match vour audio environment. Choose 
between Pro Logic IL, Stereo or Monaural 


@ Screen Position: Adjust the horizontal and vertical position of the display 
Feel free to use the grey scale to adjust the brightness of our screen. 


Outside of towns, press @) to open the Battle Menu of your party leader 

(Fig. 1). Unless the “Active” Battle Mode option is enabled at the Config screen 
(see Party Menu: Config), the action will stop immedia 
to make the right decisions and, if necessary, take a look around and assess the 
situation with the right analog stick. Press the directional pad left or right to. 


switch to the Battle Menu of other characters in your active party, where you can 


instruct them as you see fit, 


In this section we will intro 


a 


SATTACK (FIG, 2} 


Select this-option to physically attack with your equipped weapon (or with 
bare hands if unarmed). Your character will automatically target the nearest 
enemy, but vou can manually change the focus of their assault with the 
directional pad. 


After you have selected a target and confirmed the attack, our character will 
need to charge the action before executing it. This charge time is indicated 
by the gauge to the left of your cl ter’s name at the bottom of the screen. 
As soon as this gauge is filled, vour character will execute the attack — but 
only if the target is still within reach. If not, the name of the command on top 


of the gauge will begin to blink, and the character will wait until the target is 
back within range to launch his or her assault, Party members not under your 
direct control will always try to stay within range of their selected target 


„MAGICKS & TECHNICKS (FIG. 3) 


To use one of these abilities in battle, your characters first need to obtain the 
corresponding Licence on the Licence Board, and your party has to buy the ability 
itself in a shop. The major difference between Magicks and Technicks is that the 
former require MP, whereas the later do not. Technicks can even be used if a, 
character is suffering from the Silence status effect. When you select a Magick, 
the amount of MP required is shown next to ts name. Whenever character has 
of white. 


insufficient MP to cast a spell, its name appears in grey inst 


There are five different categories of Magic 


: Used mainly for h 
Holy, which is an attack Magick. 


ng and removing status effects — except 


ely This affords you time 
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As a general rule, your characters will continue to attack their target until it is 
defeated, unless instructed by a Gambit to do otherwise. Therefore, vou normally 
do not need to reselect the Attack command from the Battle Menu. If you 
interrupt the attack by selecting another action, such as casting Cure or using an 
item, vour character will execute that action first, and then revert to attacking, 
You can end this by selecting another target for the attack, or by keeping RD 
pressed to enter Fleeing mode. If the initial target is defeated, your characters 
won't choose a new target by themselves unless their Gambits tell them to. 


ä 
®@ Black Magick: Attack Magicks, most of which inflict elemental damage. 
When a spell has an elemental property, iis shown as a symbol in the spell 


description at the top ofthe screen 
© Time Magick: Magicks that affect time and space 
© Green Magick: Magicks that inflict positive or negative status efiects 


© Arcane Magick: Magicks with special effects, such as absorbing HP or 
increasing MP. 


n 


‚MIST 


Mist commands are added to the Battle Menu once a character has obtained a 
Quickening or an Esper Licence. To use such a command, you need at least one 
Mist Charge” — that is, a full MP gauge (more on this in a moment) 


After you select a Quickening and a target, the screen switches to a special 


animation of your character performing the action. On the lower part of 


the screen, you'l see a time gauge and « list of up to three Quickenings that 
your party members can perform (Fig. 4). Push one of the indicated buttons 
(ignoring grey slots) to add another attack to the “chain” before the time runs 
out. Should you wish to activate a Quickening that is not displayed, you can 
shuffle the list by pressing @B. I's therefore possible to execute several Mist 
abilities consecutively until no more are available and the time gauge runs out. 


If the “Mist Charge” option appears next to a characters name, selecting it wil 
replenish all of his or her Mist Charges after a short delay. This enables you to 
put together lon ns of different Quickenings. When certain conditions 


e met (such as successfully reaching a number of Quickenings in one chain) 


hier Bement of Treachery 


ma Smutt Ruin Impendey 


„GAMBITS 


Gambits determine your characters’ behaviour and enable them to act on their 
own initiative within the strict limits ofthe instructions you choose. Aggressive 
Gambits are only carried out against nearby enemies (not including non-hostile 
foes with a green HP gauge). In the Battle Menu, you can toggle the Gambits 
option for each character on or off. If you want to adjust specifie Gambit, 
vou'Il need to use the Gambits option in the Party Menu. 


Importantly, though, vou can override Gambit instructions and issue specific 
manual commands from the Battle Menu at any time. The character will carry 
out this action once, and then revert to his or her Gambits. 


Ak 


„ITEMS 


The Items option in the Baule Menu enables you to use consumable items 
you have in stock. If necessary, you can rearrange their order at the Inventory 
sereen. Items have a very wide variety of effects, such as healing a character, 
restoring MP, reviving a KO'd ally, removing status ailments (for 
and Blind), or even damaging enemies. 


The main advantage of items is that, unlike Magicks, they are used almost 


instantly, with a very short charge time, The major drawback is that an item, 


once consumed, is gone for good. That's why you should always monitor the 
amount of tems you have in stock, noting those items with effects which you 
cannot reproduce using Magick 

Note that if vou carry lots of difterent items, you can scroll through the list 
rapidly by holding @® while using the directional pad. 


ample, Poison 


4% 


& special finishing technique will be performed automatically at the end of the 
sequence 


After calling an Esper, the character that summoned iis the only one to stay on 
the battlefield. This individual will then fight alongside the Esper for up to 90 
seconds. All Espers behave in accordance with a special set of Gambits that you 
cannot alter 


When characters learn a first Mist ability (Quickening or Esper) their MP gauge 
will begin to flash when it is at its maximum level. This indicates that a full Mist 
Charge is available. Characters can only perform a Quickening or summon 

an Esper by spending at least one Mist Charge, which completely exhausts 

the MP gauge. However, by learning à second, and then a third Quickening, 
ability, individual team members will have their max MP doubled and wipled 
respectively. The gauge is divided into separate bars when thishappens, giving 
each character up to a maximum of three Mist Charges. This enables them to 
perform Quickenings of greater power and summon the most lethal Espers 


“=BASIC TIPS=- 
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The following paragraphs introduce some basic functions and features of Final Fantasy XII, and provide beginners 


with collection of elementary tips to guarantee an easy start to the adventure. 


„BATTLE TIPS 
Targeting Friend or Foe (Fig. 1) 


‘When you select Attack from the Battle Menu, a red target ring highlights the 
nearest enemy. The name of the enemy appears in the target menu (at the lower 
lefvof the display) as well as above the enemy, while the information on the 

| varget appears’in the top left-hand corner of the screen. In addition to their 
name, most enemies are labelled with a letter (A, B, C and so forth). If there 


B is morethan one enemy around, you may (and often will) need to choose a 
particular target, Press the directional pad up or down to switch between the 
enemies in the target menu — that is, all foes within range. Press the directional 


Bain 


tw 47 Basth. 
wr3227322; 


pad left or right if you would prefer to select an enemy that vou can see directly 
on the screen 


As a general rule, party members you target are marked by a blue ring and have 
their information in the party window (boom right) flashing, I for any reason you 
want o choose a target that is notin the group offered to vou by default, press 
and @ to switch target groups shown below your target menu. Depending on the 
cireumstances, these can include Foes, Party, Alles and Reserve. The target groups 
each consist of a specific type of target. Foes are nearby enemies, Party — your active 
team members, Reserve — your inactive team members, and Allies are the occasional 


companions that fight alongside you at certain points in the adventure. 


est enemy 


Ifyou select Magick, the default target of an attack spell will be the n 
The default target of healing or support Magicks (such as Cure or Protect) will be the 
spellcaster; Magicks that remove negative status effects will generally highlight a party 
member with a relevant afliction. You can switch between targets and target groups 
in the same way as with the attack option. With some Magicks, such as Cure, you can 
even target your reserve members. Their names will then be displayed at the lower 
left of the sereen, and you can see information about their status as Target Info (top 
lef) The same rules apply to targeting va the ltems command. 


With Technicks, your choice of target is often limited. You can, for instance, only 
Steal from a foe, and characters can only cast Libra on themselves. 


Changing the Leader 
1 is possible to change the party leader (the character you actively move 
around) without opening the Party Menu. When the Battle Menu is closed 

press up or down on the directional pad to call up the Select Leader option 

(Fig. 2), then choose one of the active characters as the new leader. Whether 
they're targeted or not doesn't actually matter, as the manoeuvre will not remove 
anyone from the party: Note that if your leader is incapacitated (KO'd, turned to 
stone, or otherwise disabled) during a battle, the action will stop immediately 
and you will be prompted to select a new leader. 


Healing 
Whenever a party member runs low on HP, you should focus on healing, To 

do so during battles, you must first rely on Potions (usable through the Items 
submenu in the Battle Menu), and then on Cure when you acquire it, It takes 
spell than to use an item. but on the other hand, doing so only 
ún by merely walkin, 


longer to € 
consumes MP, which you re 
items are permanently lost. 


around, whereas consumed 


Following the Action 

If you choose to let the members of your party fight for themselves, you should 
still keep a close eve on the action by observing the various battle updates that 
appear on-screen — especially the information window at the top left of the 
display. If you fail to pay attention, you'll miss out on important events: foes 
preparing attacks, the success or failure of commands such as Steal, and the 
nature of traps that vour party may accidentally stumble into. Such information 
enables you to anticipate or to react accordingly to the situations vou face, and 
is of pivotal importance during battles against powerful foes. 


Bring on the Substitutes 

Don't forget that vou can bring your reserve characters into the fray during a 
fierce battle. If your active members have exhausted their MP are in a critical 
condition, or simply KO'd, just open the Party Menu and replace them with vour 
substitutes — who will, ideally, be in much better shape. You cannot replace 

a character that is currently targeted, but other that, everybody is free to 

nd go as they please. 


come 


Fleeing from Battle 

Showing enemies a clean (and rapidly accelerating) pair of heels can be a 
perfectly valid and, at times, downright essential strategy. You don't have to fight 
each and every enemy in the game, and you will encounter situations where you 
are well advised to run in order to survive —for example, when you realise that 
a Mark or general monster is too strong for you. In short, if you strongly suspect 
that you can't win a specific battle, run straight for the nearest exit; monsters 
can follow you when you change zone. Additionally, press and hold 
instruct your party to cease all actions and follow your lead. Even Gambit actions 
are cancelled when you hold @2. Note that fleeing will not prevent assailants 
from attacking (and damaging) your party members while they remain within 


GENERAL TIPS 

> 
Saving 
Save vour game regularly at Save Crystals (Fig, 3) and Gate Crystals, and don't 
hesitate to use several different save files, too. This way, should you become 
irrevocably stuck in a difficult battle zone, or sufier buyer's remorse after 
investing Gil or LP unwisely, you have the option of loading a recent save file 
Afier saving a game, you can then load it from the tie screen menu. You 
can manually return to the útle screen if you pause your game and use the 
corresponding option; you are automatically sent there if our entire party is 
KO'd or otherwise incapacitated. 


Using the Crystals 

Save Crystals and Gate Crystals not only enable you to save your game, but a 
also fantastic free clinics. Simply examine one to restore HP and MP, heal status 
ailments, and revive KO'd characters. 


re 


Talk to the People you Meet 

By talking to all the people you meet who have a talk icon above their head. 
vou will learn many things about your surroundings and the events occurring, 
in Ivalice. While many conversations are simply immersive asides, you can also, 
usionally hear small details that can lead to side-quests or optional extras. 


Keep Moving 
The MP of your characters slowly regenerates as they walk or run around. The 
speed of restoration is greater when vou are low on MP. If you run out of MP 

in a dungeon and have no Fihers to hand, just walk around. (with your Gambits 


striking distance. Furthermore, while some enemies will give up the chase after 
a short time, others will relentlessly shadow your “tactical withdrawal” all the 
way to the zone's exit. 


Status Effects 

Certain enemies may use Magicks or special attacks to inflict harmful 

status ailments on vour characters, It is vitally important that vou know the 
consequences of each possible eftect, and how to get rid of it, The following 
table introduces a collection of injurious conditions that you may encounter 
during your first few hours of play, and tells vou which items can be used to 
nullify their effects. 


Sleep Puts the character to sleep Nlann Clock 
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You should also be aware that your enemies might use helpful status effects. 
on themselves. For instance, when they are under the influenceof Protect 
indicated by a blue hexagon, they become more resistant1o physical attacks: 
when they are protected by Shell, indicated by a green @ircle, they will suffer 
less damage from Magick. For a comprehensive overview of status effects of all 
types, turn to page 31 


disabled to avoid spending your recently restored MP) in a safe area until you're 
in better shape 


Always use Libra 

Libra has two very useful applications: it unveils the Target Info data of foes 
Gwith certain exceptions, such as bosses), and it also reveals the location of 
otherwise invisible traps. This makes it a vital tool that one member of your 
party really should have active at all times. You can activate Libra via the self 
same Technick — this will need to be refreshed periodically, as it is a short-term 
status effect —or by equipping the Bangle accessory 


db Migeto's Sundries 


Spend your Gil and LP together 
Whenever you intend to buy something, such as a piece of equipment or a 
Magick spell from a shop, make sure you can access the corresponding Licence 


on the Licence Board. The opposite is equally true: before spending LP on a new 
Licence, take the time to check that you can actually purchase the equipment or 


ability in question at a shop 


Sell your Loot 
Don't forget to sell (most of) your Loot when you encounter merchants (Fig. 4) 
This is by far your most lucrative source of income, and it will additionally 
trigger the appearance of new goods in the Bazaar section of shops (note that 
e available everywhere once unlocked). The wares shops have to 


these good: 
offer are often updated as you advance in the main adventure. 
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Feel Free to Travel Around 
You are not obliged to slavishly follow the progress of the main story at all times 
Indeed, beyond the first few hours of play, you will often be free to explore 

wide areas of Ivalice at will. You needn’t travel on foot all the time, as there ar 
quicker and more convenient modes of transport at your disposal, provided you 
have Gil to spare. These include riding Chocobos (Fig. 5), available for everyone 


willing to pay the price for a “temporary” mount. At the Aerodrome, you may 
(depending on your progress) be able to buy an airship ticket to another 

city, with the option of either enjoying on-board shopping and socialising, or 
proceeding directly to your destination. Finally, by using Teleport Stones, you 
can move directly from a Gate Crystal to any other Gate Crystal you have already 


touched. 


0 ACT ICS =—- 


matter if vou're taking vour first tentative steps as Vaan, oe striding towards 


32 with a full party, there's much more to vour adventure in lvalice than 
meets the eve. In this chapter, we reveal many hidden mechanics that govern 
events in Final Fantasy XIL and offer useful tips. proven strategies and tried- 
and-tested tactical concepts. If vou"re looking for ways to improve your combat 
prowess, gain indispensable insights into the character development system, 
or learn how best to approach the Licence Board and Gambit features, look no. 


further… 


=> COMBAT == 


As monsters abound in the vast majority of the locales you visit in Ivalice, its absolutely vital that you do 
a limited understanding of how vour 
abilities can be used, or how your opponents can behave during batdes, you put yourself at a 
sive disadvantage. In this section, we study many factors that can play à part in combat encoumers. 


everything to maximise your party's battle readiness, If you han 
party 
m 


MAKING THE MOST OF LIBRA 


Outside the safe boundaries of towns and villages, the world of Ivalice 
swarms with many varied creatures. When you encounter each type in battle, 
ies important to know how tough they are, and to immediately ascertain any 
specifie strengths or weaknesses they may have. You can find information 
on every enemy you'll face in the Bestiary chapter (see page 94), but this 
(naturally) cannot provide “live” data as a battle progresses. To find current 
information, you'll need to consult the in-game Target Info window 


Initially, this display only reveals the names of the assailants your party faces, with a 
colour-coding scheme providing 
‘an approximate insight into their 
relative strength (see page 8 of 
the Basics chapter). To find out 
more, one of your characters 
will need to activate the Libra 
status effect (fig, 1). Libra isa 
blessing: provides details such 
as your opponent’s level, current 
and maximum HP, active status 
efiects and weaknesses, and will 
inform you your opponent 

is ofthe Flying type. Libra is 
effective on the vast majority of 
‘enemies you 1 face in Ivalice but 
does not work against boss-type 
monsters, who enjov immunity 
from its powerful prying, This is 
indicated by a crossed-out Libra 


RECOGNISING FLYING ENEMIES 

Using Libra is the most immediate and convenient way to ascertain if an enemy you face 
iof the “Flying” ype: if so, the Target Info display will feature a wing icon (Fig, 3). In 

Final Fantasy XI, the Hying condition does not apply to all irborne enemies. As vou will 
‘see ifyou study the Besttary chapter, the bat-like Steelings (no. 028) and Vampyrs (no. 
042) are not Fying-ype creatures, As they hover close to the ground, they can easily be 
struck with non-ranged weapons such as Swords, Poles and Axes. 


Flying creatures, by contrast, hover out of reach of vour melee attacks. They can only 
be hit if vou: 


HOW TO REVEAL TRAPS 

As long as one active character has the Libra status effect active, you will have the 

of seeing visual markers that reveal the location of raps (ig, 4). As most 
of these traps can be alarming}y harmful (Fig, 5), this is extremely useful. While the 
maps that appear in this guide reveal the location of each trap, safely making your 
way past them can be needlessly tricky if you don't have the assistance of Libra. 


icon in the target window. In these instances, you'll simply have to refer to the 
Bestiary chapter to learn more. 


There are two ways to activate Libra: 


9 You can buy the Libra Techniek for 500 Gil in Rabanastre, and acquire the 
corresponding Licence for 20 Licence Points on the licence Board (Fig. 2). 
Basch actually has this Licence when hé joins your party as full member. 
However, this Technick is temporary: it will vanish after a time, and must be 

periodically refreshed. You can automate this-action by creating a Gambit, such as. 

“Self =® Libra”. The priority of this Gambit should be low to enable the relevant 

party member to coneentrate on more pressing concerns during pitched battles. 


e 


‘The Bangle Accessory (which can be used once a party member hasacquired the 
Accessories 2 Licence for 15-LP) constantly generates the Libra status effect while. 
equipped. You can buy this piece of equipment for 500 Gil in the Nomad Village 
on Giza Plains, and in Rabanastre at a slightly later point in the adventure. Ashe is 
equipped with a Bangle when she joins your party as a full member. 


IFyou feel that the presence of HP bars and the easy access you have to the Bestiary 
chapter of this guide render Libra a time-consuming irrelevance, think again: monsters 
can (and often will) cast status effects on themselves prior to or during a battle, 
furthermore, foes that appear identical to those you have met before may actually be of 
a higher level, with different auributes. Libra enables you to have « clear understanding, 
of the situation as it evolves, and should never be underestimated. 


P 


As if to confirm its indispensability, Libra also identifies Flying-type enemies, and 


reveals the location of deadly field traps. 


attack with ranged weapons (Guns, Bows, Crossbows or Hand-Bombs). 
cast Magicks. 

execute Quickenings. 

summon an Esper. 

„use certain Technicks, such as 1000 Needles, Shades of Black or, best of all 
Telekinesis. The latter Technick enables you to deal ranged damage with melee 
attacks, However, it is not available until late in the adventure, when you can safely 
reach and explore the Necrohol of Nabudis, 


ER OO" FA 


Its practical to prepare specific 
about this later in the chapter. 


nbits to deal with Flying foes. We'll tell vou more 


The exact effect hat a triggered trap has (such as potential damage and status 
ailments inflicted) depends on which type it is and, sometimes, « random factor. 
As well as using Libra to carefully make your way past traps, you can also use 
Float Magick to glide safely over them. The Float status effect is also caused by 
the Winged Boots and Steel Poleyns Accessories, but remember that the effect 
only applies to party members who have these items equipped 
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frs ding you should consider when choosing weapons for your charctersis the 
each individual will play on the batdefield. IF you would prefer « party member 
10 fight from a distance, avoiding direct contact with enemies whenever possible, you 
‘opt for ranged weapons (Bows, Crossbows, Guns and Hand-Bombs). This 
be a good choice for character charged with the duty of casting support and 
_ heding Magicks. For melee fighters, you should decide whether you would like them to 
act primarily as “damage dealers” (an aggressive strategy that prioritises harm inflicted 
defence) or as “tanks” (with a greater emphasis on solid defence and drawing 
attacks). Your damage dealers are generally best served by using, the powerful 


Damage Calculation Per Hit — 


two-handed weapons (2H), whereas tanks should use one-handed weapons (LH) 
that enable them to equip a shield in their Of-Hand slot. This will increase their Evade 
attribute, and will help them to more frequently block enemy attacks. 


Your choice of weapon within each category is governed by a number of factors. The 
most obvious are the attribute bonuses. However, a weapon’s true potency isn't solely 
governed by its raw power. Indeed, the overall damage that it can inflict during a bale 
can be more profoundly influenced by the speed at which it can be used, and other 
such special characteristics. 


There are many different qualities that govern how powerful a weapon is. The 
most obvious (and, in some senses, most influential) is the Attack Power rating, 
‘but the attributes of both the attacker and target play an important part in how 
much damage is inflicted. 


With most weapon types, 4 party member’s Strength attribute and the enemy’s 
‘Defence stat are taken into account. The higher your character’s Strength stat is, 
the more damage he or she can potentially inflict; the higher your opponent's 
_ Defence stat is, the less you will potentially be able to damage them. However, 
Ws not as simple as this for all weapon types. With Maces, Magick Power is the 
primary consideration, not Strength; Daggers, meanwhile, take your character's 
‘Speed into account; while Guns depend solely on Attack Power. 


__ For our information, a very basic formula for damage calculation would be: 


(Attack Power - target's parameter) x character’s parameter 


‘The following table reveals the factors that determine damage calculation for each 
weapon ype. The amount of stars (up to four) in the “Characters Parameter” 
column reflects the significance of that attribute's influence. 


FACTORS FOR WEAPON ATTACKS 
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Note that status effects, Augments and Accessories can increase damage inflicted. 
Here are some of the bonuses: 


© Bravery (status effect) = +30% 

© Berserk (status effect) = +50% 

© Focus (Augment) or Blazer Gloves (Accessory) = +20% 

© Adrenaline (Augment) or Steel Gorget (Accessory) = +100% 


‘The same applies for your target: 


© Protect (status effect) = -25% 

© Oil (status effect) = +200% (Fire elemental damage only) 

© Sleep (status effect) = +50% (Note that a character with the Sleep status 
ailment wakes up when hit by a physical blow, but not after a Magick attack.) 


When you choose the weapons for each character in your party, you should first check 
their attributes, and additionally take the stats of the foes you can expect o encounter 
into account. In practical terms, try to identify the attributes where your characters have 
a natural (or equipment-enhanced) aptitude and choose the weapons that will best suit 
them. Additionally, feel free to study the strengths and weaknesses of local foes to see if 
vou can exploit general vulnerabiig. If they have low Magick Resist ratings and high 
Defence stats, for example, a Pole might-be a better choice. 


Weapons & Charge Time 

Predicting how much damage a character can inflict with a specific weapon is very 
important, butthe raw “power” of each one isn'tthe only factor you should consider: 
speed is also crucial In Final Fantasy XIL the speed of each weapon is primarily 
governed by its Charge Time (CY) rating, Lower CT ratings enable characters to attack 
more frequently; higher CT ratings reduce the frequency of attacks. Therefore, if 
Weapon A is 20% more powerful than Weapon B but 50% slower, Weapon A will inflict 
much less damage over the course of a battle. 


23 


24 


In practice, the Charge Time that must elapse between the issuing of the Attack 
command and the actual execution of the instruction depends on both the 
Speed attribute of your character and the CT attribute of the weapon. There is 
also a small random factor that can lengthen the time of every action by up to 
half a second. After the charge time gauge is filled, the word “ACTION” appears 
above the gauge. It then takes between 1 and 1.5 seconds for the character to 
perform the attack. (The “actual” time it takes also depends on the Battle Speed 
vou choose in the Config menu; this setting applies to foes as well.) 


In conclusion, the higher 
character's Speed attribute is, 
and the lower the CT rating 

of the weapon, the shorter 

the Charge Time will be. By 
acquiring a Swiftness Augment 
on the Licence Board (Fig, 6), 
vou can reduce the Charge 
Time of their actions by 10% 
of the basic value. As there are 


Multiple & Critical Hits _—— — 

‘The third decisive factor you should take into account when choosing your 
weapon is its ability to perform Multiple Hits or Critical Hits. Every time you 
attack, most weapons have a chance of automatically achieving a “special” hit that 
increases damage dealt either through a variable combo (Multiple), or a more 
precise strike (Critical). Therefore, a weapon with a high Multiple or Critical 

stat may very well be more effective over time than a seemingly more powerful 
weapon with a lower corresponding Multiple or Critical stat. For example, the 
best two-handed swords in the game are the Tournesol and the Wyrmhero Blade. 
‘The former is ostensibly more powerful (its Attack Power is 140 against the 
Wyrmhero Blade’s 130) and faster (with a CT rating of 30 against 99), but the 
latter has an impressive Multiple Hits value of SO. This means that, under normal 
circumst it will perform combo attacks more than 50% of the time! Needless 
to say, a long, combo with the Wyrmhero Blade can destroy all but the most 
formidable foes roaming Ivalice in mere seconds. 


Added Properties 

One final factor you should consider when selecting your weapons is the presence 

of intrinsic attack bonuses. Some add elemental damage, which can make them 
devastating if used against enemies with a weakness to that particular element. Others. 
have the potential to inflict a status ailment when they hit their targets, which can also 
be extremely effective. For example, if you can regularly inflict status effects such as 
Silence, Poison, Disable or best of all KO on your targets, vou will find that many 


PROTECTIVES 

Equipping appropriate armour and Accessories is just as important as vour 
choice of weapon. Armour improves your character's resistance to damage 
(both magical and physical) and may offer other bonuses, while Accessories 
can provide a character with beneficial status effects, ability enhancements, and 


Armour & Shields _ 


three Swiftness Licences on the board, you can eventually increase the speed of 
vour fighters by roughly one third. As it happens, these Licences have a greater 
influence on actual attack speed than the Speed rating: between the minimum: 
and maximum Speed values of 23 and 99, the Charge Time reduction is only 
20%, 


Note that there are many status effects that have a bearing on Charge Time. 

The following list illustrates the impact of these on CT. 100% is the “standard” 
Charge Time; therefore, 33% means that it takes one third of the usual time, and 
200% means that the required time is doubled. 


Haste + Berserk = 33% 
Berserk 


| Slow + Berserk = 100% 
Slow = 200% 
Stop or Sleep: no action possible 


Critical Hits are single blows that deal twice the normal damage. Weapon types that 
can achieve critical hits are Bows, Guns, Crossbows and Measures, The Critical Hit 
value of each individual weapon can be studied in the Inventory chapter. 


Multiple Hits are a rapid succession of up to twelve normal blows in a single 
attack (Fig. 7). The probability that a character will perform longer combos 
increases when their HP is depleted; the lower it is, the more blows they can 
potentially land. Characters can only perform the deadliest combo (12 hits in 

a row) if their HP drops below 6% of its maximum value. Even then, they only 
have a tiny 5% chance of performing 12 successive hits. Multiple Hits can be 
chieved while unarmed, and with the following weapon types: Swords, Daggers, 
Maces, Axes, Hammers, Katanas, Ninja Swords, Spears and Poles 


Weapons that cannot perform Multiple Hits or Critical Hits are Rods, 
Hand-Bombs, 


Note tha Multiple Hits enable you to bypass the masimum 
damage limit that exists for weapon-based attacks. A normal 
melee attack cannot inflict more than 9,999 HP of damage with 
a single blow (even if iis a Critical Hit). However, you achieve 
8 combo hits of 1,500 HP each, the overall result will be 12,000 
HP damage. Note that there are also few other unique attacks 
that can break the maximum damage limit (Fig, 8), including 
Quickenings, Concurrences, Numerology and Dark Matter. 


bartles can become much, much easier. A weapon with a slightly lower Attack Power 
but an interesting On Hit status effect or elemental property feared by local monsters 
can be more powerful than a weapon that appears, on paper, to be the better choice 


Refer 0 the Inventory chapter to discover which weapons have these special 
properties. 


+ 
much more. If your character uses a one-handed weapon, you can also equip 
them with a shield, which increases their ‘ss commonly, Magic 

Evade stats. 


Choosing armour is much easier than picking an appropriate weapons; your choice 
simply needs to correspond with the role a character plays within the active part 


‘The following table provides a simple guide to the 
attributes boosted by each different type of armour. 
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As body amour primarily boosts the Defence attribute, and head armour increases 
_acharacter's Magick Resist stat, there are four factors vou should take into 
account when choosing appropriate attire for each party member: 


1) Generally speaking, heavy armour offers a better Defence or Magick Resist 
‘bonus, so it's the most suitable choice for melee fighters who must withstand the 
lion’s share of enemy attacks during a batte. 


2) As the primary attribute boosted by each armour category does not vary with 


subeategories such as Light, Heavy and Mystic, you should pay attention to the 
‘secondary attribute. Depending on the role the character plays in your team, this 


Accessories 


is the information that should govern your choice. Spellcasters will profit from, 
the Magick Power bonus offered by Mystic armour, melee fighters will gain an 
important Strength boost from heavy armour, and ranged-weapon specialists may 
benefit from the HP increase offered by light armour. 


3) Many pieces of armour provide the wearer with an additional special effect, 

such as an elemental resistance, a permanent status effect, or a further, non- 
standard atribute boost. These can all make a crucial difference, especially if 
the bonus enjoyed is relevant to a particular area. If the monsters in a dungeon 
regularly use Fire attacks, and your armour offers resistance to fiery assaults, you 
‘can enjoy a notable advantage. Very occasionally, otherwise powerful armour or 
shields can introduce an elemental vulnerability, or even (albeit extremely rarely) 
unpleasant status aïlments. Should this be the case, be sure to replace them if 
nearby monsters can exploit your equipment's weakness. 


4) Finally, it's not mandatory that you choose matching equipment, There's no 
reason why you can't mix Light and Mystic armour types with, for example, a frail 


spellcaster who could benefit from a balanced boost to both HP and Magick Power. 


_ Each Accessory grants its wearer a specific special effect (and, on occasion, 
more than one). Your choice for each character naturally depends on the 
equipment you have access to, and the specific demands of the situation you 
face. However, it's important that you realise that the effects of certain Accessories — 
especially those common earlier in the adventure — can be replaced by learning, 
gertain Licences, or by setting up Gambits. 


Here are some examples of Accessories that can be “replaced”; 


© Bangle: prepare 4 Gambit such as Self = Libra, 
@ Steel Gorget: obtain the Adrenaline Licence (65 LP) 


haracters with the Bate Harness Accessory and monsters with 
Augment have the ability to occasionally (and automatically) 
in response to melee attacks. The percentage probability 
a counteratack will occur is equal to half the Speed attribute of 
ally or foe concerned, If a character wears Genji Armour, or if an 
has the Counter+ Augment, the probability is multiplied by four. 
counterattack can achieve Critical Hits, but never Multiple Hits. 


|G THE MOST OF YOUR ABILITIES 


© Armguard: obtain the Last Stand Licence (70 LP) 

© Leather Gorget: obtain the Spellbreaker Licence (65 LP) 

9 Blazer Gloves: obtain the Focus Licence (70 LP) 

© Magick Gloves: obtain the Serenity Licence (70 LP) 

© Ruby Ring: prepare a Gambit such as Self =» Reflect 

© Steel Poleyns: prepare a Gambit such as Self = Float (the loss of the +1 
Defence bonus is of negligible consequence) 

© Winged Boots: prepare a Gambit such as Self => Float 

© Bubble Belt: prepare a Gambit such as Self > Bubble 

© Hermes Sandals: prepare a Gambit such as Self => Haste 


COUNTERATTACKS 


However, the dance that a counter will occur falls to zero when an 
attacked character or enemy has the Stop, Sleep, Confuse or Disable 
status aliments, or if they suffer a Knockback as a consequence of an 
attack. Knockback is an effect that happens with greater frequency ian 
attacker has a much higher level than its target. Note that some monsters 
have an Augment called “No Knockback”, which grants them immunity 
from this effect. 
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are many ways to launch an attack against your enemies. Open your 
Menu by pressing ® and you'll see a list of the options available to vour 
They are, in order, Attack, Magicks & Technicks, Mist (Quickenings & 

), Gambits and Items. The automated Gambits will be explained in 
detail later in this chapter. This section focuses solely on useful tips pertinent to 
the other battle options, 


PHYSICAL ATTACKS 


The Attack option in your Battle Menu is the simplest way to hit monsters. It 
commands your characters to perform standard “physical” attacks with their 


You an use certain weapons (partly Mesures but a fen 


BEING CRUEL TO BE KIND 


equipped weapon, or with their fists i unarmed, against a single foe. 


As a general rule, attacking with weapons is fast and requires no specifie 
resources: the use of Magicks, by comparison, is slower and costs MP. If you 
can acquire a range of suitably powerful weapons, you can pick and choose 


arms appropriate to the enemies you face. Some have elemental properties (see 


“Making the Most of Elements”); others can inflict status ailments such as Sap, 
Slow or even KO (see “Making the Most of Status Effects”). These can enable 
vou to enjoy Magick-style effects without expending MP. 


equipped wi a Caliper or insance can we: 


“cured” with Haste. Naturally, this is a task best suited to à party member 
designated exclusively as a Magick user. 
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MAGICKS & TECHNICKS 
To cast Magicks and use Technicks, your characters need: 


1) To have bought a Magick or Technick in a shop. 
2) To have obtained the corresponding Licence 
To cast Magicks, they additionally need 


3) To have the requisite amount of MP. 


4) Not to be under the influence of Silence, a Status Effect that you can remove by using an Echo Herb 
(optimal) or Remedy (expensive), by touching a Save Crystal, or by having an ally cast Vox or Esuna. 


To consult a comprehensive list of all Magicks and their efiects, please refer to the Inventory chapter: The following, 
section has been designed to offer an insight into the many ways in which Magicks can be used. As you will see, 
Magicks are not exclusively designed to damage enemies, with many providing a means to heal, protect and empower 
party members. The same applies to Technicks, though to à lesser extent, 


Attack Magicks 
There are two types of offensive Magicks: direct and indirect 


Direct Magicks (see Table 1) inflict damage immediately as they hit. Most, but not all of these are in the 
Black Magicks group, and have elemental properties such as Fire, Lightning and Ice. You will (in most 
instances) acquire more powerful versions of these Magicks during the course of the adventure, with their 
relative strengths indicated by the “ra” and “ga” suffixes. 


Unlike weapons, many Magicks enable you to attack several foes that are situated within a given range 

(Fig, 9). When vou target an enemy with Fira, for example, a large blue circle will indicate the area that the 
Magick covers. In the target menu at the lower left-hand corner of the screen, enemies that will be subject to 
its effe e marked by blinking cursors. If you wish, vou can change your target to ensure that you damage 
the maximum number of foes. However, the information provided is correct at this moment only; if an enemy 
moves out of range before the Magick is used, it will be safe from harm. Allies within range are not affected 
unless you change vour target group and specifically aim the Magick at them. 


Magick damage is governed by the Ma 
Resist stat of all targets (the greater thi 


ck Power attribute of the caster (higher is better), and the Magick 
js, the more capable they will be of withstanding the assault). 


Indirect Magicks (see Table 2) inflict Status Effects (see page 30) on their targets rather than immediate 
damage. However, because these effects impede the actions of your enemies or even progressively deplete 
their HP gauges, they are an equally vital part of your offensive arsenal. Certain status ailments can be used to 
neutralise opponents for extremely easy victories. Here are a few examples: 


o Sleep: Sleeping targets can no longer act, which enables you to hit them with Magicks (which, unlike 
melee attacks, won't wake them up) and therefore defeat them without meeting any resistance. 


9 Stop, Disable: If vou inflict one of these status ailments on an enemy, they can no longer act and 
become easy prey to anything you care to swing, cast, fire or throw in their direction. 


© Silence, Blind: If you gag a Magick user with Silence or inflict Blind on a melee fighter, you can rob. 
them of their primary mode of attack 


9 KO: If vou cast Death Magick and successfully hit the target, vour quarry will be KO'd instantly, 
However, is important to remember that many enemies enjoy immunity from certain status ailments; others 


(particularly bosses and Marks) may also have a higher than average level of resistance. The Bestiary chapter 
features comprehensive tables that reveal which stamus aïlments can or won't work on each and every enemy 


Healing Magicks 

Healing Magicks are of paramount importance, as they are often the most 
cost-effective and expedient way to restore HP and remove status ailments. As 
events unfold in Ivalice you will gradually acquire a greater range of healing 
Magicks, each suitable for particular situations. The majority of healing Ma 
belong to the White Magicks category (turn to page 92 for more details). 
However, note that the Arcane Magicks called Drain and Syphon also enable a 
caster to restore (respectively) HP and MP by absorbing them from a target. 


Support Magicks 
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Support Magicks enable you to temporarily boost your team's attributes, and 
prove increasingly indispensable as you face progressively stronger foes. By using 
‘Gambits to automatically cast these Magicks on vour characters, you can improve 
their effectiveness in combat to a significant degree. We'll be offering detailed 
advice on this topic later in the chapter. The various support Magicks at your 
disposal are listed in Table 3. 
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Technicks 
‘Technicks are in some respects similar to Magicks in that they can fulfil either an 
offensive or defensive purpose. However, they differ in two key respects: 


1) Unlike Magicks, Technicks do not consume MP and cannot be prevented by 
the Silence status effect. In other words, Technicks can be used more easily and 
frequently than Magicks; as a rule, there's no need to be frugal. 


2} On the other hand, whereas Magicks are efficient in the vast majority of situations, 
‘Technicks tend to only be useful in specific circumstances, and often have very salient 
drawbachs. For example, some of them are governed by a random factor (such as 
‘Shades of Black and Charge), while others seriously or completely deplee the user's 
HP gauge (such as Souleater, Infuse and Bonecrusher). 
you can't use the more specialised 
Technicks if vou wish, but you'll invarfably find that you'll 
be better served by Magicks (or, if law MP is an issue, 
taking the time to administer an Ether instead). 


Certain Technicks are exceeding}y useful, though: Tis Fe 
gren of Techen 
4 an |rentsrke 
® Steal: Enables you to steal items from vour foes. mw 
‘This is a great way to obtain more Loot, and Shae 
therefore earn Gil quickly. As you will see in the ae nang bed 
Vu pende 


section dedicated to Gambits later in this chapter, 
is easy to prepare a Gambit that can automate this 
process. 


Flame Puye 

we North Gho 
eers Wea 
Macsoms Bel 


® Charge: Restores a small (but nonetheless useful) 
amount of MP to the user. If the Technick fails, all 
MP is lost, so it's best to use it only with characters 
who have liule or no MP. A simple Gambit such as 
“Self: MP < 20% = Charge” (or, later in the game, 
at “< 10%” if vou prefer) is an efficient way to have 
spellcasters automatically boost their MP supply 
during protracted battles. 


Pransermee 


1000 Needles: Deals 1,000 HP damage to 

one foe. As this works on Flying enemies, it's a. 

good backup option if you lack the Licences or 
ipment to arm your active party with ranged 

‘This can be automated by creating the 

flying > 1000 Needles”. 


Shades of Black: Enables you to cast random 
Black Magick without spending any MP. 


Achilles: Makes a foe vulnerable to an element, 
which may provide you with another tactical 
option during a battle. 


Telekinesis: Deals ranged damage with melee weapons, which robs Flying, 
enemies of their defining (and most awkward) characteristic. Prepare 

the “Foe: flying = Telekinesis” Gambit, and you won't have to fret about 
encountering airborne enemies ever again. 


Is worth noting that, as with Magicks, certain enemies enjoy immunity to 
specific Technicks. Also, should you wish to use Poach to capture an HP Critical 
foe, bear in mind that you will not gain any EXP or LP, but only a special type of 
Toot, should the Technick succeed. 


You can find a complete list of all Technicks with their effects, their price and 
where vou can buy them, in the Inventory chapter. 


QUICKENINGS 
Quickenings are powerful attacks that can be unlocked on the Licence Board. There 
are 18 Quickening squares in total, which enable each of your party members to 


TABLE |: QUICKENINGS 


FINAL PANTAST UI 


learn maximum of three of these special techniques, Once a character unlocks a 
Quickening (at a cost of 50 LP), that square is removed from the boards of other 

party members, As Quickening Licences are positioned on the outer edges of the 

board, vou will need to spend an enormous amount of LP to reach some of them Ni 
(Fig, 10). For that reason, you should plan your Licence Board routes for each 

character very carefully 


No matter which Quickening squares are unlocked, they all function in exactly the same 
manner. With each individual party member, their Rank 1, Rank 2 and Rank 3 
Quickenings (all unique to that character) are accessed consecutively, When 
character first obtains a Quickening, their MP gauge flashes when it is full, indicating, … 
that they have one full Mist Charge. After acquiring a second and third Quickening, 
the MP Gauge is divided into two and then three 
separate Mist ges — doubling and then tripling, 

the character's maximum MP in the process. To use 
Quickenings in battle, characters need at least one Mist 
Charge (that is, a full, flashing bar on their MP Gauge). 
[ The actual number required corresponds with the rank 
2 _|_w_| of each Quickening. 


Despite their individual names and animation sequences, 
Quickenings are non-elemental physical attacks, and. 

n those of the same rank have the same basic power for all 
0 six characters. However, the actual damage a Quickening 
inflicts depends on both its level (see Table 1) and a 

vo) characters Strength attribute. The formuks is: 


Damage = (Number between 1 and the power 
of the Quickening) x (Number between 1 and 
the Character’s Strength) 


fa character has « Strength of 50, and uses a. 

Rank 2 Quickening (power = 140), the damage | 
| inflicted will be a value between 1 (1x 1) and 

7000 (50 x 140), | 


Chaining Quickenings 

Due to the random factor used in the calculation of 
‘damage inficted by Quickenings, the use of a single 
attack of this type is rarely efficient against anything but 
the weakest ef ‘This ability becomes much more 
deadly when you start chaining Quickenings together. 


During a Quickening sequence you will see a timer, 

the names of active party members, and the names of 
available Quickenings (the orange symbols to the right 
ofthese indicate if they are rank 1, or 3). A Quickening 
will be displayed in white, and will be ready to use if 


A: the timer has not reached the left-hand side of the bs 
B: vour character has obtained the Quickening on the Licence Board; 
€: vour character has sufficient Mist Charges to use the Quickening. 


Ifall of these conditions are fulfilled, you will see the symbol of a controller button to 
the left ofthe character's name. These are ® for the top character, ® for the middle 
one, and ® for the bottom one (Fig, 11). Simply press one of these buttons before the 
timer elapses to chain this Quickening with the one that is being performed. As soon 

‘as the animation sequence for the chosen Quickening begins, the imer will start again, 
giving vou the opportunity to activate yet another Quickening, 


Whenever the selection on the lower right offers no usable option, or the 
selections aren't to your liking, vou can “shuffle” the selection by pressing 
Doing so will renew the whole selection randomly, and sometimes trigger the 
appearance of the Mist Charge option. If you press the corresponding button, 
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the Mist Charges of the 
character in question will be 
completely refilled, enabling 
him or her to chain even more 
Quickenings. Be prepared to 
press the next button quickly, 
though, as the timer will soon 
begin racing towards the left 
ofthe screen as vour chain 
grows. If time is running very 
short, just (feverishly) tap 
the same button again; this 
character will be your most 
E assured chance of activating 
2 another Quickening once the 
Mist Charge is complete. The 
Quickening sequence ends as 
soon as the timer runs out. At this point, the overall damage of your Quickenings 
will be calculated and displayed once you return to the standard field view. 


ESPERS 

Espers are powerful entities that you can summon once you've fulfilled certain, 
conditions, Firstly, vou need to locate and defeat one (they are “boss”-type enemies), 
which will trigger the appearance of that Esper's Licence on your Licence Boards 
Secondly, vou need to obtain the required Licence with a character of your choice 
(Fig, 13). As with Quickenings, Espers can be acquired by one character only; once 
claimed, they disappear from the boards of the other party members. However, there 
is no limit to the number of Espers that one character can unlock. 


Finally, a character must have Mist Charges (full bars on their MP Gauge) to 
summon an Esper, The number of Mist Charges required corresponds to each 
Esper's individual rank. 


When a character summons an Esper (Fig. 14), the other team members and 
guests are replaced by the entity, and the summoner automatically becomes the 
party leader. The Esper will leave: 


A: ifit or the summoning character are KO'd; 
B: after it uses its Esper Technic 
C: automatically after approximately 90 seconds. 


You can revoke your invitation via the Dismiss command, which replaces Mist in 
the Battle Menu. It will also disappear if you teleport to another area via a Gate 
Crystal, or enter a town. You can summon an Esper as frequently as vou like as 
long as your character has the required Mist Charges. 


ITEMS 
ltems offer yet another way of acting or reacting during 


vou use an item, it is lost forever. 


You can carry up to 99 units of every consumable item in your inventory. You will find a complete list of all 
item types in the Inventory chapter. The following tables present a selection of the most useful or interesting 


objects you will encounter. 


OFFENSIVE ITEMS 


battles, The use of objects via the Items command in the 
Battle Menu requires negligible charge time. This is a tactical asset that can be used to change the course of a 
batle in an instant, or avert an impending visit to the Game Over screen. The obvious disadvantage is that once 
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Triggering a Concurrence 

When certain conditions are met during a Quickening chain, you will automatically 
trigger a bonus attack called a Concurrence that will conclude the combo (Fig, 12). 
There are eight different types in all, As with regular Quickenings, a Concurrence 
is a physical attack without elemental properties (though their names may suggest 
otherwise). Unlike Quickenings, which are targeted at a specific foe, these harm all 
enemies within a large radius. 


‘To trigger a Concurrence, vour party must perform a required number of specific 
Quickenings during a single chain, as revealed in Table 2. With Black Hole, or 
example, you must activate four Quickenings of each rank. If you fulfilthe conditions 
for more than one type of Concurrence, the most powerful of these will be executed. 


The damage dealt by a Concurrence depends on its power and the level of the 
target. Iris calculated with a simple formula 


(Concurrence's power) x (Target's level) 


The higher an enemy's level is, the greater the damage will be. 


An Esper follows its summoner for up to 90 seconds, but acts on its own initiative 
during that period, its behaviour guided by unalterable Gambits — much like guest 
characters. The summoner will treat the Esper like any regular party member. If 

ambits instruct him or her to cast support Magick such as Protect on all allies, 
the Esper will be included. Even if you don't have Gambits configured to fulfil this 
purpose, it's almost always wise to maintain the health of your mighty all. 


Before summoning Espers, you should always consider their elemental 

properties. Each one has individual strengths and weaknesses. Table 3 shows 
you the elemental affinities of all Espers, For more details on these creatures, 
please refer to pas 


TABLE 3: ELEMENTAL AFFINITIES-OF-THE ESPERS 
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4MAKING THE MOST OF YOUR DEFENCE 


Wien enemies attack you, the best-case scenario for your characters is to 
completely avoid their assault. While this will happen on occasion, your party 
members will frequently sufter damage during combat, and will need to recover. 
In dis section, we study ways to minimise the damage sustained by vour 
characters, and how best to restore depleted HP. 


AVOIDING ATTACKS 

There are 4 number of techniques that vour characters can use to reduce, avoid 
or even absorb enemy attacks. Alas, most of these methods can also be used by 
the foes that vou face. 


IFvou equip vour characters with the appropriate gear, they can potentially 
absorb or experience immunity to elemental attacks. If your characters have the 
Reflect status effect active, Magicks used by enemies will be reflected back at the 
caster. The same is true for your foes, so be sure to check a target's active status 
diets before vou cast Magicks. Note that Magicks can only be reflected once. 
Ifyou cast Reflect on your characters and tu y 
Magick, it wil be reflected towards and hit an enemy irrespective of whether 
thev have the Reflect status or not. 


Physical and Magick attacks can miss their targets completely when the targets 
have, respectively, very high Fvade and Magick Evade attributes. If you protect your 
characters with the Protect and Shell status effects, the chance that enemy attacks 
willmiss will be increased, This'ís equally true for foes, of course, so i's generally 


good idea to remove suchr effects from your opponents with the Dispel Magick 


For characters equipped with a shield, the Evade value of the shield dictates 
he probably drat they wil block attacks (Fig. 15). Every time shield-bearing 
characters acquire an Augment called Shield Block on the Licence Board, the 
probability that they will successfully block will be increased by 5%. If they 

equip the Gauntets Accessory, the probability is increades by 10%. 


There is a separate chance that your characters will automatically block enemy 
attacks with their weapon (unless they are equipped with a Bow or a Hand- 
Bomb). This probability depends on the Evade value of the weapon. At the Status 
‘screen the sum of the Evade values of equipped shields and weapons is displayed. 
his total is not actually used in calculating the probability of a successful block. 


‘Additionally, if vou equip your character with the Jade 
Collar Accessory, there is a separate 30% chance that 
they can parry attacks, 


Enemy Evade stats have the same influence on the 
probabiligytrat they can avoid being hit by your attacks. 
‘There are exceptions, though: piercing weapons (Guns 
and Measures) cannot be blocked. If your characters 
wear a Cameo Belt, hey will never miss their target. 
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Likewise, 
unerring accuracy: Finally, if a combatant is afllicted by the Blind status 
there is a 50% chance that their physical attacks will “miss” their target (Fis 


fa foe has the Ignore Evade Augment, its attacks will always land with 
zilment, 
16) 


RECOVERING 

No matter how skilled you are, or how powerful your party is, you will regularly 
experience large HP and MP losses. There are many different ways to replenish 
both totals. 


HP 


o 


ouch a Save Crystal to fully heal your characters. 

Consume Potions or Elixirs. 

Cast restorative Magicks (such as Cure and Cura). 

When you collect items dropped by enemies during a lengthy batte chain, 

healing can occur randomly (the longer the chain, the higher the chance) 

The total HP restored amounts to 10% of characters” max HP, 

9 Use Technicks such as First Aid or Infuse. 

© Cast the Regen Magick, or equip an Accessory with the equivalent effect to 
gradually recover HP. 

© Trigger a Rejuvenation Trap. 

Attack a foe with the Drain Magick to transfer HP to your character. 

‘The Arcane Magick “Reverse” causes attacks, items, Technicks and Magicks 

to have the opposite effect; characters with this status effect active are healed 

by attacks. 

IF vou equip a character with a Nihopalaoa Accessory and use certain 

attacking items (Knot of Rust, Scathe Mote, et al.) on party members, you will 

actually heal them. 

When your characters wear or use equipment that can absor! 

(such as the Demon Shield), they receive HP when attacked by the 

corresponding element (in this example, Dark attacks) 

When you resurrect a KO'd character with a Phoenix Down item, the Raise or 

Arise Magicks, or the Revive Technick. 


an element 


© Touch a Save Crystal to fully restore all of your characters’ MP. 

© Consume Ethers or Elixirs. 

© Walk or run around to gradually recover MP. The effect is increased in areas 
where Mist is dense, and is always faster if the character has lile or no MP left 


© When vou collect items dropped by enemies during a lengthy battle chain, 
MP restoration can occur randomly (the longer the chain, the higher the 
chance). The total MP restored amounts to 10% of characters’ max MP. 

Set off a Manafont Trap. 

© Successfully use the Charge Technick. 


8 MAKING THE MOST OF ELEMENTS 


To make best use of elemental Magicks and weapons with elemental properties, 
you need to learn how elements work, and then pay close attention to the 
elemental properties of your enemies. There are eight different elements in 
total. Their symbols are used throughout the game, both in target windows and. 
at the bottom of the screen when you study equipment information in the P 
Menu. Each element has an opposing element, as the following diagram reveals. 


CIN … [ô 
| Lightning <> [@| ice 
@) Far <> [B Wind 
@| noly |© park 


Water 


When « target is hit by an elemental attack, the standard reaction is “neutral” 
response — {hat is, it sustains 100% damage. However, targets can also have one 
of four special reactions to each element: 


Weak: Atacks infused with a specific element cause twice (200%) the usual damage. 
Half Damage: Attacks infused with a specific element cause half (50%) the 
usual damage. 

Immune: Attacks infused with a specific element cause no damage at all (Fig, 17). 
Absorb: Attacks infused with a specific element actually heal the target instead 
of damaging it, 


Essentially, your goal should be to attack foes with the elements they are weak 
inst and, in turn, to absorb the elements that enemies often attack with. Of 


„MAKING THE MOST OF STATUS EFFECTS 


There are many different positive and negative status effects; to aid easy identification 
of each type, we commonly refer to negative effects as “status ailments” throughout the 
guide. You will find a table on the next page that you can use to learn everything about 
the various status effects, including their duration and possible treatments. 


Positive status cfiects (Fig, 18) can (and should) play a pivotal role in the batles 

vou fight, and especially so against powerful bosses and Marks. By using Gambits to 
replenish them as necessary, vou can transform relatively weak characters into effective 
party members, and your strongest combatants into extraordinarily powerful warriors. 
Taking the essential Libra as a given, the first status effects you will use regularly are 
Protect and Shell, near-mandatory enhancements during difticult battles. As you 
progress through the story, you" acquire Haste to increase the speed at which actions 
are performed, Bravery and Faith to amplify the power of melee attacks and Magicks 
(respectively), Regen and Bubble to maintain high HP levels, and Berserk to infuse 
melee fighters with temporary rage that will cause them to smite foes with increased 
ferocity and alacrity. Naturally, as your foes will also call upon many similar abilities, it's, 
in vour best interests to remove them with the Dispel Magick. 


© Cast the Syphon Magick on a foe to transfer MP to the caster. 

© After unlocking the Warmage, Inquisitor, Headsman and Martyr Augments 
on the Licence Board, your characters will gain MP when dealing Magick 
damage, after dealing non-Magick damage, after defeating a foe, and after 
sustaining damage, respectively. 


+ 
course, things are rarely that simple, as you usually meet monsters of all types. 
using a wide variety of attacks, elemental and otherwise. However, there are 
certain general proclivities that you can take advantage of, For example, most 
Undead creatures tend to be weak against Holy and make regular use of the 
Dark element. If you can equip your characters with weapons such as the Holy 
Lance and protectives such as the Demon Shield, they will pose lite threat 


Note that there are several factors that can modify the power of elemental attacks: 


© The Shell status effect reduces all Magick damage received by 25%. 

The Faith status effect increases all Magick damage dealt by 30%. 

© The Serenity Augment and the Magick Glove Accessory increase the 
effectiveness of Magick by 20% when the caster's HIP is full 

9 The Spellbreaker Augment and the Leather Gorget Accessory increase the 
effectiveness of Magick by 100% when the caster is HP Critical 

© When the target is asleep, it receives 50% more dam 

© Even weather conditions can change the effectiveness of elements — see page 32. 


o 


Note that the Bestiary 
chapter reveals the 
elemental properties 

of all enemies, and 

the Inventory chapter 
reveals the elemental 
properties of every piece 
of equipment. 


4 
Status ailments (Fig, 19) should also be taken very seriously. Obviously, those 
inflicted on your party members should be removed with due haste (or, indeed, 
due Haste Magick if it's the Slow status ailment!); the table that follows later in 
this section explains how this can be achieved. You can use the Bestiary chapter 
to study and then exploit the status-specific weaknesses of every enemy vou 
‘encounter. Using status ailments can enable vou to either reduce an opponent's 
combat capabilities, or neutralise them completely, while your party members 
strike with impunity 


Finally, vou should note that touching a Save Crystal will remove all status 
ailments, but will leave positive status effects intact 


THE DURATION OF STATUS EFFECTS 

The Vitality attribute has an influence on the duration of temporary status effects. 
A high value increases the duration of positive effects, but shortens that of status 
ailments. This duration itself is not affected by Haste, Slow, or even by the Battle 
Speed chosen in the Config menu. With a higher Battle Speed setting, you can 
execute a greater number of actions while a positive effect 
remains active. This is, however, a technique that is best 
suited to expert Final Fantasy XII players. 


Incidentally, the Spellbound Augment only increases the 
duration of positive status effects. 


a 


COMBINATIONS OF STATUS EFFECTS 
Party members and enemies can enjoy or suffer many status effects concurrently. 

However, there are certain combinations that cannot be created; the second status 
effect used will automatically miss its target. 


1 Petrify and Doom 

2, Disease and Bubble 

3. Confuse and Berserk (though this 
combination can actually be triggered 
by a Befuddling Gas trap) 

4. First Stop, then Lure 


There are other combinations where 
one status effect cancels out another: 


1. Slow and Haste 
2. Sap and Regen 
3 First Lure, then Stop 


‘The duration of Stop, Confuse, Sleep or positive status eflects is replenished if he relevant Mag 
repeated. Permanent status effects experienced due to « party member’s current equipment are 
Tiude vou can do about innate status effects that your enemies may have, bar adjusting your batte: 


NEGATIVE STATUS EFFECTS 
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„WEATHER AND TERRAIN CONDITIONS 
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MAKING THE MOST OF YOUR RESERVE TEAM 


Even though you can only control up to three characters simultaneously, vou 

‘can send a resérve member into the fray via the Party menu whenever they are 
required (but only if the individual they are to replace is not currently targeted by 
friend or foe). ‘This proves especially useful when active members of your party are 
incapacitated, under the influence of annoying status ailments, or have exhausted. 
their supply of Mist Points, However, this is only a viable strategy if your reserve 
characters are of a sufficiently high level. Sending a level 12 party member into battle 
against level 57 monster would be akin to piting a pot of jam against an avalanche. 


Building a balanced party is key to experiencing an enjovably challenging, 
journey through Ivalice, but it's practically mandatory if you wish to win 

every conceivable boss battle and side-quest without tearing your hair out in 
frustration. As active party members exclusively receive EXP when enemies 

are defeated, it's vital that vou regularly rotate the members of your front-rank 
fighting team. If you steadfastly choose a favoured trio at all úmes, their levels 
and abilities may well increase impressively, but their counterparts languishing 
in the reserves will become progressively weaker in comparison. As the enemies 
vou encounter over the course of the game become ever more powerful, 
neglected reserve members will soon be of little or no use- 


Weather and terrain conditions have an impact on several aspects of the game: 


9 They influence the effectiveness of elemental attacks and Magicks. 

© Strong winds lower the probability of successful hits by Bows (down to 80%) 
and Crossbows (down to 50%). 

9 Some monsters only appear in certain weather conditions (this is especially 
true for Entites and Elementals). You can learn which ones by studying the 
Bestiary chapter. 
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Taking the time to level up your reserves may seem like a chore to some, bùtit's 
actually a great way to obtain additional Loot and LP, which in turn. can enable you 
to acquire and equip better armaments and armour. It also provides you with a 
tremendous advantage during the most difficult battles, especially the estremely 
challenging optional bosses that you can meet much later in the game Is not 
actually important that you keep all party members at the exact same level; just 

don't let them languish too far behind your favoured characters. Fortunately, the 
process of acquiring EXP becomes far less time-consuming once you obtain the 
Embroidered Tippet Accessory. 


Every character in vour party, active and reserve alike, receives LP as long as they're 
not KO'd or Petrified. This means that vou can gradually increase the combat 
prowess of reserve members via the Licence Board (especially through Augments) 
even when they don't take part ín baudles. you intend to play through Final Fantasy 
XII for the first time with minimal assistance from this guide (and, in particular, 
sections that reveal the secrets of the Licence Board), you can use a less-favoured 
reserve member as « “scout”, unlocking sections of the board in a manner that 
enables you to plan more efficient routes for your preferred characters. 


en } Jt 
In some areas the weather conditions are fixed, or are altered afier certain story-related 
events. In others, these conditions can change either every time vou leave a specific 

area (for example, the Paramina Rift), or whenever you change individual zones. 


Table 1 relates the effect that weather conditions and terrain can have during 
battles. Use this to find out when the accuracy of Bows and Crossbows is 
reduced, and which elements are strengthened (percentage above 100) or 
weakened (percentage below 100) in accordance with the meteorological or 
geological foibles of your current location. Note that weather and terrain have 
no influence whatsoever on Holy and Dark elements. 


TABLE I: INFLUENCE OF WEATHER AND TERRAIN 
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{The Gr Plains aren experiences varied weather conditions, but is unique in that it 
is also wpified by its changing seasons. When vou first travel there, it is the season. 
known as the Dry (Fig. 20). The season known as the Rains (Fig, 21) begins 

once vou acquire the Dawn Shard during the course of your adventure; it later 
ends after vou returtt from the Lull of the Land area of Jahara. After that point, 

the seasons alternate in accordance with the game clock. For every two hours of 
the Dry there is one hour of the Rains. The changes take place when the minute 
kount of vour total game time is at zero. There is a Secq called Weather Eye in 
Rabanastre's Southgate who will cheerfully discuss the 
Giza weather. His forecasts give you a hint as to how long 
it will be. until the next change of season: 


Should still be 
100 to 


® “W's only just become the Dry 
some time before the Rains come again 


120 minutes. 
® “W's the middle of the Dry. Shouldn't be too much 
longer üll the Rains come”: 12 to 100 minutes. 


_ MAKING THE MOST OF YOUR FIGHTING FORMATION 


To maximise your team’s potential, it is vital that you massign clear roles to your 


, sin their 
individual attributes, certain characters are better suited to specific roles than 
others. Please refer to the Characters chapter to learn more about how your party 
develops over the course of the adventure. 


“Tanks” are warriors designed to act as 
enemy aggression when they dive fearlessly into the fray with melee attacks. High 

‚ HP and y stats-are 4 requisite for this role (which is why Vaan makes a great 

\ tank), as is a superior Defence rating, You should equip them with # one-handed 

‚weapon, shield, suit of heavy armour, and defence-oriented Accéssories such 
as the Jade Collar or Gauntlets. Once vou gain access to support s, 
‚should aim to shield them with status effects such as Protect, Shell and Bubble. 
later in the game, the Lure status effect can be used to encourage most adversaries 
to exclusively attack your tank. 


lightning rods”; drawing the majority of 


\ 
Asa gerieral rule, tanks should lead the party (which often makes them the first 
‘target that opponents will. encounter, and therefore attack), and must always be at 
the vanguard of every battle- 


“Damage dealers” are characters equipped to inflict maximum damage. They 

should possess herculean Strength and, ideally, a high Speed stat. They should 

be equipped with powerful two-hranded weapons such as Greatswords, Spears, 

or Crossbaws, heavy armour to increase their Strength, and an attack-focused. 

Accessory —think Cameo Belt or, at a later date, the remarkable Genji Gloves. You 
cam increase their efficiency by using status effects such as Haste, Bravery and, 
when appropriate, Berserk. Damage dealers are best used in conjunction with a 

‘tank, which enables them to put their raw power to good use while their 

heavily armoured companion attracts the lion’s share of enemy attacks. 
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© “The Dry has almost run its course… The Rains can't be far off, now”: 1 to 
11 minutes. 

© “It's only just become the Rain: 
comes again”; 50 to 60 minute 
“Its the middle of the Rains. 

210 50 minutes. 

© “The Rains have almost run their course. 


Lto 11 minutes, 


Should still be some time before the Dry 


houldn”t be too much longer ll the Dry 


The Dry can't be far off, now”: 


+ 
“pellcasters” specialise in the use of Magicks. They should be positioned at 
the rear of a formation, and must have excellent MP and Magick Power ratings; 
they should also be augmented by status effects such as Faith, and acquire their 
maximum three Quickenings as soon as possible. Your choice of equipment 
should reflect the precise nature of the role you wish them to play, but should 
almost certainly feature a set of Mystic armour. If you would like them to 
contribute to battles with physical attacks when not us gicks, they should 
be supplied with ranged weapons. If they will be focusing exclusively on Magick 
use (whether offensive, defensive or support-based), vou should instead opt or 
Magick-enhancing items such as Measures, Rods and Staves. 


“Support characters” focus on providing assistance to their allies, either 
through healing and the casting of beneficial status effects, or by contributing to 
« battle from long range. They should be positioned to the rear of the party, and 
must have at least adequate Magick-oriented stats, a solid Strength rating, and be 
equipped with ranged weapons. Depending on the requirements of a particular 
battle or area, vour choice of equipment should either improve their attacking or 
supportive capabilities. 


Over the following pages, we will provide you with a few examples of efficient 
battle formations. These are all designed to work with the primary character 
archetypes: tank, damage dealer, spellcaster and support. Naturally, you'll always 
need to adapt your tactics to suit the demands of each situation you face, but you 
should bear the following guidelines in mind. 


© Characters that specialise in Magick are in ly supplied with equipment 
that enhances their Magick Power and MP stats, but has a relatively low 
Defence rating. Such individuals cannot hope to survive a concerted assault 
by multiple assailants, or withstand frequent attacks by powerful boss-type 
‘enemies. For this reason, you should always have a character acting as a tank 
(physically strong, and equipped with heavy armour) in your party to shield 
them from harm. 
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9 No matter how tempting it may be to choose an exclusively attack-oriented. 
party, vou should always include one character who will specialise in Magick 
use. In short, Magicks are of paramount importance during all but the most 


cursory combat encounters. Having a dedicated (and, more importantly, gifted) 


spellcaster in vour party enables you to exploit the full effect of restorative 
and support Magicks. There are also many enemies that are more vulnerable 
to Magick attacks than they are to blades, bows and blunt instruments, Your 
front-line melee fighters may be able to cast attack Magicks, but only devoted. 
spellcasters can inflict the maximum amount of damage in this manner. 


Ee 


spellcaster incredibly wel 


Description: The tank attracts the attention of most foes while launching close-range attacks. The damage dealer 
can therefore attack with a melee or ranged weapon; the relative defensive shortcomings of this character are 
compensated for by the presence of the tank. Meanwhile, the spellcaster can focus on healing and casting positive 
status effects, contributing Magick-based and ranged attacks on occasions when these tasks have been fulfilled, 
Advantages: This formation is an extremely efficient way to deal physical damage. 

Drawbacks: Not suitable if you need to use attack Magicks. 


Description: The tank attracts the attention of most foes while launching close-range attacks, the spellcaster takes care of 
healing, and the support character casts positive status effects. As the latter pair split Magick duties between them, they 
have more frequent opportunities o attack enemies with ranged weapons or Magicks, 

Advantages: This formation is very well balanced, with a good blend of physical and Magick-based damage; having two 
characters focus on Magick use means that you have two MP gauges at your disposal. 

Drawbacks: This formation lacks a physically powerful character to help the active party end tough battles quickly; this. 
can also be an issue when you are fighting generic enemies while travelling through Ivalice. 


Description: Having two tanks increases your party's ability to withstand damage; with potential HP loss spread between this 
frontline partnership, the chances that either will be KO'd are reduced. That said, the supporting spellcaster needs to be flexible 
‘and blessed with plentiful MP. as his or her companions will require frequent healing and regularly refreshed status effects. 


‘Advantages: This formation is defensively very strong, has reasonably high firepower due to its two tanks, and protects its. 


Drawback: There's little scope for tactical diversity, making it less than ideal (or, at times, simply unsuitable) for a variety 
of situations. For example, if you face a strong boss who inflicts heavy Magick damage, the single spellcaster will struggle to 
cope with healing duties, and both tanks may lack sufficient vigour to finish the battle quickly. 


© Naturally, each individual is free to play more than one role at once, based 
on your decisions on the Licence Board and the trials you face: A tank will 
have a high Strength stat, so he or she can also act as a primary damage 
dealer; formations that include both a damage dealer and « tank can be used 
to maximise physical damage. Similarly, the distinction between a spellcaster 
and support character can be frequently blurred during difficult and 
protracted battles that demand heavy MP use. 
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FORMATION TACTICS 
For Tanks: 

9 Your enemies will usually concentrate their attacks on the character who is 
‘inflicting the heaviest damage. To force them to focus their assaults on your tank, 
use the Decoy Arcane Magick to cause the Lure status effect (Fig 22). This will 
cause enemies (and, as a slight additional bonus, allies suffering, the Confuse status 
aïlment) to prioritise attacks on the character in question. Bv equipping your tank 
with the most effective defensive equipment you can find, this tactic enables you to 
greatly reduce the level of damage sustained by weaker party members. 
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Its useful for tanks to learn Magicks of the Cure and Raise varieties, as they 
are extremely powerful when used against Undead monsters. By inflicting 
maximum damage in this way, your tank will become the focal point for 
enemy attacks — even without the Lure status effect. Having « tank learn 
restorative Magicks can also be useful in emergency situations, 


° 


Later in the game, try to equip your tank with a protective that absorbs Dark 
and a Holy-imbued weapon. Many monsters that vou encounter in the final 
few dungeons tend to deal Dark damage and are vulnerable to Holy. 
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9 Once you have access to area-effect support Magicks such as Hastega and 
Protectga, it may be prudent to have your tanks learn them first, and have 
primary responsibility for casting them when vou are not engaged in combat. 
There's a very simple reason for this. As vou run through zones, support 
characters or spellcasters are forced to stop as they cast such spells, which 
often leads to a status effect “missing” party members that have moved out 
of range. If you cast these Magicks with vour leader, the rest of the party will 
generally fall within the required boundary 


For Damage Dealers: 

° There is a hugely effective vet risky strategy that you can employ with damage 
dealers equipped with a ranged weapon. After obtaining the Adrenaline and 
Last Stand licences, leave your damage dealer in the HP Critical state. This 
way, they will constantly deal twice the usual amount of damage, yet enjoy the 
benefit of a doubled Defence rating (and, therefore, have a good chance to 
survive reasonably powerful attacks), Naturally, you'll need to recontigure 
your restorative Gambits accordingly, and accept the necessity of carefully 


healing your damage dealer manually. You can even choose to shield this 
character from Magick attacks by using Reflect, though this prevents you from 
equipping them with the Haste status effect (unless, later in the game, you 
use the Opal Ring Accessory). It should go without saying that having a tank 
with the Lure status effect draw enemy fire is a fundamental ingredient of this 
strategy. While it is almost certainly a tactic that tends to be more useful at a. 
ee te you can duplicate the effect of either Licence at an 


dealers with Blazer Gloves, or to have them acquire the Focus Licence. 
Establish a Gambit to heal them if they are hit, and they can enjoy « Strength 
bonus whenever their HP is at maximum. However, this technique can demand 
‘enormous investments of MP from spellcasters and support characters, 


For Spellcasters and Support Characters: 

@ Ifyou acquire Licences that cause your tanks and damage dealers to regain 
Mist Paints during batte (particularly Headsman, Martyr and Inquisitor), 
they will experience rapid MP growth as they fight. If vour Magick users have 
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the Syphon Magick, 
this enables you to use 
your warriors as “MP 
farms”, generating 

a virtually limitless 
supply of Mist Points. 


© Similar to the strategy that damage dealers can employ, Magick users can use 
Augments and the HP Critical status to double the efficiency of their Magicks. 
Afier acquiring the Spellbreaker and Last Stand Licences (a Leather Gorget 
can be used to simulate the former), simply leave them ín the HP Critical 


Didge ordi te Ad en. 
with the rate of regeneration increasing when MP totals are extremely low, 


or if you are travelling through areas. ‘This also applies 

during battles, You may find it useful then run around 

‘in ailes while you wait for your attacks to take place to encourage gradual 
î ee Thee de 


ucters is KO'd during a tight battle, immediately exchange 
reserve character. You can then revive the stricken party member 
erves, vet benefit from having the temporary substitute contributing to 
ht as you do so. 


state. However, as Magick users are defensively weaker, this can be a perilous nd 
gamble. If your primary healer falls at a pivotal point in 4 major boss batle, ” 
there's a danger that your entire battle strategy could fall apart. el} BETE rk 
| cauucras 
[ 
& A safer but less powerful alternative is to equip a Magick user with Magick [rar 
Gloves or have them obtain the Serenity Licence, then se bit 10 heal ‘ 
them whenever they are hit. They will enjoy a boost to their Magick Power [cent 
stat whenever their HP ís at maximum. „ 
4 


opponent's HP, it will often remain at this level as long as you return within 
five minutes (without travelling to another zone). You can exploit this feature 
10 perform darting, jackal-like attacks where you rapidly strike, depart and 
return, pausing briefly to heal and revive characters as and when required. 


@ You can cause massive Magick damage to one target by employing Reflect 
in a creative way. Firstly, use Reflect (or, better still, Reflectga) to cause the 
status effect on all party members. Now target an area-effect such as 
‘Firaga on your characters (fig, 23). The attack Magick will be reflected by all 
characters (including Guests) within range, with the damage mulüplied by the 
number of alles it rebounds from. This is especially deadly if your foe has an 
elemental weakness that you can take advantage of. However, remember that 
the Reflect status effect prevents you from using healing Magicks on your party 
(until you eam equip the Opal Ring Accessory, that is). A further step that you 
‘can sometimes take with this strategy is to cast Reverse and Decoy on a specific 
party member. This will encourage your adversary to attack this character, but 
each blow landed will actually have a healing effect. 


8 Decoy is an effective way to force enemies to direct their ire at your tank, 
but can also be used to minimise damage sustained by other party members 
from area-effect attacks. With the status effect active, and your tank engaged 
in close combat, take manual control of other party members and move 
them out of range. If they use long-distance weapons/attacks (such as Bows, 
Guns or Magicks), they will remain at the periphery of the battle, and can 
avoid subsequent area-effect assaults, 


„> DEVELOPING CHARACTERS == 


Obviously, making your characters stronger is the fundamental recipe for success 
in most role-playing games. Generally speaking, this is achieved by defeating 
enemies in order to obtain experience points, which gradually leads to the 
protagonists under your control gaining levels. The higher your characters’ levels 
are, the easier itis to triumph in battles, facilitating a less difficult journey through 
the main storyline. Deliberately fighting enemies in order to exceed (or, if you've 
fallen behind, reach) the recommended level for each point in the adventure is 


Know as “leveling”, “levelling up” or, in extreme examples, “power leveling” 


In Final Fantasy XII, gaïning levels is not the only way to improve your 
characters’ attributes: you also need to obtain Licence Points in order to 
acquire Licences, and Gil to purchase equipment, items, Magicks, Technicks 
and Gambits. Fortunately, defeating enemies will earn you both EXP and LP, 
while also providing access to Loot, which can be sold to generate Gil. In short, 
while building a more powerful party isn't simply a matter of gaining levels, 
developing our characters is still achieved by actively seeking out and defeating 
enemies. 
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TIPS FOR COLLECTING EXP & GIL _ 


To reduce the time leveling can take, you can equip a handful of specialist 
Accessories: 


© The Golden Amulet doubles LP received by its wearer after a battle, even 
if they have not actively participated in the fight. You can potentially obtain 
a few of these as rewards or from treasure chests, but they first appear 
on general sale when you reach Mt Bur-Omisace. When this happens, you 
should buy one for all six of your characters. As this is the only Accessory 
that has an active effect when party members are placed in the reserves, your 
substitutes should wear them at all times. 


o 


The Embroidered Tippet doubles EXP received by its wearer. You can 
first buy these when vou reach Old Archades, You need no more than three, 
though, as only active fighters obtain EXP. 


Thief's Cuffs raise the probability that a wearer will steal items, and also 
increase the chance that they will pinch superior or rare spoils, and multiple 
items. You can study information on which items can potentially be stolen 
from each enemy in the Bestiary chapter. 


© The Diamond Armlet changes the contents of treasure containers. If you 
are searching for specific rare items, consult the treasure tables in the 

Walkthrough chapter, which 

include specifie details on the 


An ideal location to enjoy a 
bout of levelling should ideally 
feature monsters that yield 

ei 


plenty of EXP, vet can be defeated quickly and painlessly. A secondary criterion is. 
the quality of the Loot that local monsters drop. You should also favour areas that 
offer easy access to a Save Crystal, which enables you to restore your party to full 
strength instantly with a minimum of effort and expense. A Gate Crystal would be 
even better, enabling you to teleport instantly to a location where you can sell Loot 
and stock up on equipment and general supplies if required. 


It makes litle sense to exclusively focus your efforts on levelling three favourite 
characters. Not only will this reduce your tactical flexibility, it may also make it 

far more difficult to triumph in a number of side-quests and boss battles. While 
opting to build a balanced party can be time consuming, having a powerful trio of 
reserves makes it far easier to win battles against the strongest enemies. Its not 
unreasonable to favour three characters in general, but don't let their companions 
Fall too far behind. 


If you would like to have a single character gain levels rapidly — to catch up 
with his or her companions, for example — there is a fairly simple way to do this 
quickly. As you should know, EXP received after defeating enemies is divided 
between all active party members. If you can have the character in question fight 
alone against moderately powerful adversaries (relative to their current level, of 
course), he or she will gain triple the usual EXP total (Fig, 1). 


Guests earn their share of EXP when monsters are defeated, but do not gain. 

levels as a consequence (see page 68 for further details). In this sense they are 

a hindrance if you are leveling, as they “steal” a quarter of the EXP gained from, 
each battle. You can avoid this in a brutal (yet practical) manner by perfunctorily. 
felling them with whichever pointy, sharp, blunt or ethereal instruments come to 
hand. As long as the KO status is active, guests will no longer receive EXP, boosting 
the rewards from 25% to the standard 33% each. Should you touch a Save Crystal, 
you'll need to repeat the process. but rest assured that there will be no hard 
feelings once your companion regaiïns consciousness. 


Here are some helpful tips for earning experience points, finding Gil and 
acquiring valuable Loot at various points in the game: 


© To increase your level early in the adventure, there are two powerful enemies 
that you can defeat with ease by hitting them with Phoenix Down items. The 
first e Fideliant (Rare Game; number 346 in the Bestiary) that has a 20% 
chance of appearing in Dalmasca Westersand — The Midfault. The second is 
the Dustia (number 334 in the Bestiary) which can be found in Dalmasca 
Westersand — Corridor of Sand. By fighting these creatures, Vaan can reach 
level 7 or 8 very quickly once Penelo leaves the party. 


© Ifyou study the treasure tables in the Walkthrough chapter, you'll notice that 
certain containers can be extremely lucrative sources of Gil. In Special Op 
Sector 5 of the Barheim Passage, for example, vou can find up to three treasure 
containers that contain as much as 3000 Gil each. If you move three zones 
away and return, there is a 70% chance that each container will reappear. 


© Barheim Passage (recommended level: 8): After Basch finds some 
equipment near the Save Crystal in the North-South Junction, allow the Charge 
gauge to drop so that Undead foes emerge from the darkness, particularly 
Skeletons and Skull Defenders. Although more difficult to defeat, these enemies 
leave large EXP rewards when dispatched. If you form a Battle Chain with 
opponents of the Skeleton Classification, you will have a better chance of 
receiving valuable items such as Bone Fragments or even Iron Helms. 


© Lhusu Mines (recommended level: 9): Numerous Skeletons and Skull 
Defenders appear on the Shunia Twinspan. Try to steal Bone Fragments 
(which sell for 193 Gil) before you defeat them. The enemies will reappear 
every time you move two zones away and return, so you can build highly 
profitable Battle Chains here. 
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© Ogir-Yensa Sandsea (recommended level: 13): Steal Succutent Fruits 
from the Alraunes at Platform 1: East Tanks and Platform 1: Refinery before 
vou defeat them. These items sell for 363 Gil a piece. 


9 Golmore Jungle (recommended level: 19): Defeat Panthers on the 
Paths of Chained Light — you'll obtain Coeurl Pelts that can-be sold for 
454 Gil — then go through the Sunlit Path to the Field of Light Winds, then 
return to continue your Battle Chain. 
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Henne Mines (recommended level: 22): If you use the Gate Switchboard at 
Pithead Junction B, approximately 16 Jellies will appear (Fig, 2). You can defeat them 
easily with Fira, or by summoning Belias. Walk two zones away, then return. Build a 
Tong Battle Chain and they will drop Yellow liquids, which sell for 531 Gil each, 


e 


Stilshrine of Miriam (recommended level: 30): Form a lengthy Battle 
Chain by defeating Undead creatures in the Walk of Reason. You will obtain 
large sums of EXP, dozens of strips of Festering Flesh (which you can sell 
for 542 Gil each) and, eventually, Enchanter's Habits and Icebrands. When 
you run out of foes to fight, head back to Cold Distance via the Walk of 
Prescience, and return to replenish their numbers. 
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Salikawood (recommended level: 34): You can steal valuable Loot from 
the King Bomb (Fig, 3) in the Grand Bower, including a Bomb 
(896 Gil) or a Bomb Fragment (1911 Gil), After each su 
simply leave the zone and then return to steal again. (Note 
usually possible to come and go as you please during boss fights.) 


© Sochen Cave Palace (recommended level: 36): Defeat he Strikers, 
Wendigos and Zombie Knights between the Falls of Time and Temptation 
Eluded to collect Loot such as Maggoty Flesh. Stealing is also fruítful here: 
the Forbidden Flesh you can acquire from Wendigos sells for 1,397 Gil, 


® Feywood (recommended level: 39): Defeat Mirrorknights in the Walk of 
Dancing Shadow. Flee through Antiquity’s End and the Walk of Stolen Truth, 
then retuen. By selling every dropped and stolen item in a protracted Battle 
Chain, vou can earn approximately 200,000 Gil per hour. 


© Stilshrine of Miriam (recommended level: 40): At the Throne of Veiled 
Gods vou”ll encounter Dark Lords (Fig, 4), which can be easily defeated with 
Curaga. A useful Gambit setup is Foe: nearest visible = Curaga, and Self: MP 
< 10% =® Charge. If your characters are powerful enough to defeat a Dark 
Lord with one Curaga, you can earn up to 400,000 Gil per hour. 


© Nabreus Deadlands (recommended level: 55): Defeat the Dead Bones 
at Overlooking Eternity, walk two zones away and then return. As these are 
Undead enemies, a Gambit combination such as the one specified above will 
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im monsters only vield « single Licence Point when you defeat ‘hem For 
this reason, it's not necessary to seek out stronger foes if you are focusing on 
he acquisition of LP. Rquip all six of your characters with Golden Amulets to 
double LP growth, theft choose an area where you can find a plentiful-supply of 
enemies that can be slain with a single blow. The Dalmasca Estersand is 4 prime 
ES focation for LP farming — simply beat a path between Yardang Labyrinth and 
South Bank Village. 


Other locations that are convenient for accruing LP once your party's average 
level increases include: 


„BATTLE CHAINS 


REGULAR BATTLE CHAINS 
Whenever you defeat two or more enemies of the same Classification in a row, 
Ji 4 Chain counter appears in the lower right-hand corner of the screen. A Batde 
Chain can reach a maximum of 999, and is broken if you defeat an enemy of a 
different Classification, touch a Save Crystal, or enter a town or village. You can 
- consult the Bestiary chapter to learn which Classification each enemy belongs to. 


— 
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Asa Battle Chain increases in length, the probability that defeated enemies will 

drop more valuable items grows. Eventually, the words Chain Level will appear 

above the counter; this informs you that-vour current Chain Level has increased 

(Fig. 5). The icon used to represent dropped items will change from a bag to 
token, and the chain number will be displayed in-a different colour. Table t 
reveals how your chance of acquiring rare items increases with each successive 
Chain Level. The four items categories (Very Common to Very Rare Loot) are 
thé same as those used in the Bestiary chapter. At higher Chain Levêls, you may 
alsp experience beneficial effects when you collect tokens (see Table 2). 


Your current Chan Levèl actually rises more rapidly if you do not pick up 
tokens dropped by enemies. If you can avoid collecting them, you'll reach the 
| next Chain Level after increasing the Baule Chain by slaying between 6 and 

10 enemies. In other words, by carefully avoiding every token left by defeated 
foés, vou can reach Chain Level 4 after dispatching a mere 30 monsters. With 
wery token that you do collect, however, you increase the time that it will 
ake wo reach the next Chain Level. The largest possible number of kills (with 
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work well. You can also use weapons with the Holy element (the Holy Lance, 
for example) to inflict major damage. 


© Henne Mines (recommended level: 65+): When vou activate the switch 
at Pithead Junction C, approximately ten Abysteels will appear. These foes are 
dangerous, so instruct all three characters to send them to sleep with Slee 
Use the Gambit combination Foe: nearest visible =® Sleepga and Foe: status = ur 
Sleep = Curaga to dispatch them in the most painless manner possible. You'll 
make things easier if vou cast the Faith status effect on your party before the 
bate. Equipment with a high Evade rating (such as the Ensanguined Shield or 
Zodiac Shield) can also be very helpful. After defeating all enemies, change the 
switch to red and go to Phase 2 Shaft and Crossover C, then return. You can 
earn more than 1,000,000 EXP/Gil per hour with this strategy, and up to three 

higher levels and have excellent equipment. __ 8 HOYA 


million if your characters ar 


© Lhusu Mines: Defeat all enemies en route from Oltam Span to Site 2, then return. 
You can simply enter Site 2 then turn round without actually fighting there. 


© Ogir-Yensa Sandsea: Defeat the enemies around the Primary Tank Complex. 
9 Golmore Jungle: Defeat enemies on the Paths of Chained Light (you may 


choose to avoid Hellhounds, though). After that, run to the Field of Light 
Winds at Ozmone Plain to make the enemies reappear, then return. 


Remember that, no matter how many characters are fighting, every party 
member (unless KO'd, turned to Stone or banished to the X-Zone) receives the 
same fixed sum of LP after each battle. 


subsequent token pickups) 
it can take to reach each 
Chain Level are: 


Level 2: 31-Chain 
-Chain 
kevel 4: 163-Chain 


You will notice that the @5 
Chain total occasionally 

flashes white. In these instances, you can collect the dropped token without 
increasing the number of kills required to move to the next Chain Level. Once 
you reach Chain Level 4, you are free to collect tokens whenever you please 


If you defeat more than 10 specimens of the same creature in a row, there is 

a chance that more than one piece of Very Common or Common Loot will be 
dropped simultaneously. After you defeat more than 18 specimens, there is also 
a chance that you will obtain more than one piece of Rare or even Very Rare 
Loot. Note that this does not apply with enemies of the same Classification, but 
adversaries that are of the exact same type. Enemies that share a number in 

the Bestiary chapter, such as “001-A Cactite” and “001-B Cactoid”, count as 
identical in this context. 
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ie en un e 


HIDDEN BATTLE CHAINS 

There is another, hidden type of Bate Chain: the secret Reverse Chain. Reverse 
Chains work in exactly the opposite way to regular chains, After defeating one enemy 
type, slaying a monster of a different Classification breaks a standard Battle Chain. 
However, at this point a hidden Reverse Chain begins. The primary requirement for 
building and maintaining a Reverse Chain is that you defeat a monster of a different 
Classification each time (which, naturally Makes the two chain types incompatible). 


For example, a standard Battle Chain works as follows: 


Wolf => Wolf => Wolf > Wolf > … | 


By contrast, a Reverse Chain requires that you defeat an unrelated creature each time: 


Wolf => Slaven =® Golem =» Reaper = Golem = … 


TAINING BETTER EQUIPMENT 


TABLE 2: ADDITIONAL CHAIN EFFECTS 
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Hidden chains differ from regular Battle Chains in that you are given no 
visual confirmation of their existence (or, indeed, progress), and you will not 
experience additional bonuses (such as HP restoration). As Table 3 reveals, the 
best rewards you can ever hope to gain from a Reverse Chain are only equivalent 
to Chain Level 3 spoils in a standard Bate Chain (never Chain Level 4), 
much lower frequency. Therefore, regular Bate Chains are much pa 
The major advantage of Reverse Chains is that they can include 
appear 100 infrequently to form the basis for a regular Baule Cha 


TABLE 3: ITEM DROP CHANCES FOR REVE 
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characters with superior equipment is one of the best 

ove the power of your party as a whole, finding new protectives, 
ns and unique Accessories is an important part of your quest. Better. 
e ent can lead to vital attribute increases, and may also offer beneficial 
status effects, elemental affinities, and potentially devastating On Hit powers. 
Please refer to page 23 to learn more about this. 


There are 4 number of different ways to acquire equipment, most of which require that 
you have sufficient funds to purchase them, Increasing your Gil balance is essentially a 
matter of selling Loot. You can find tips on how to easily achieve this on page 36. 


FROM SHOPS 

As was once said in & world far away from Ivalice, “The meek shall inherit the 
earth, but notits mineral rights”. To get your hands on the best pieces of equipment 
that the traders of Ivalice have to offer, you'll need to make regular forays into 

the wilderness to slay monsters for their Loot, which can then be sold for varying, 
mounts of Gil The shops that you encounter at the beginning of the game 

have a very limited range of wares. As you pass certain milestones during your 
adventure, you will gain access to new suppliers with more exciting (and expensive) 
merchandise; you may also find that existing stores offer new stock. Its alwavs 
worthwhile checking traders from time to time to see if they have new items for sale. 


‘You can find information on merchandise sold by every trader in the relevant sections 
ofthe Walkthrough chapter, including items that become available at a later date. For 
details on specifie tems, you can consult the comprehensive Inventory chapter. 


FROM THE BAZAAR 

Every merchant in Ivalice offers three different options (Fig. 6): Bu 
Bazaar; the latter should not be confused with Muthru Bazaar, a district in the 
western section of Rabanastre. The range of products offered via the Bazaar 
option is identical in every shop, and is almost always governed by the Loot 
vou have sold. Naturally at the beginning of the game there's nothing to see 
here. Bazaar goods are made available when you sell very specific quantities of 
particular types of Loot; additionally, there are a few special items that can be 
obtained after fulfilling other requirements. 


shopping menu. For example, if you sell two Cactus Fruits, a 
be made available for you to buy. Once you buy this Potion. 
matter, any other wares at the Bazaar), it will no longer be 
Bazaar goods will reappear every time you sell the required Loot 


required to unlock more than one type of Bazaar item. For rampe, u 
for Assorted Leathers and Marksman's Delight both include Dark 


Assorted Leathers: Dark Stone x2, Wolf Pelt x2, Tanned Hide 
Marksman's Delight: Dark Stone x3, Fish Scale x2, Green Liquid 


If you sell the ingredients for both items simultaneously, the Loot they have: 
in common — Dark Stones — will count for both wares. In other words, both — 
wares will appear in the Bazaar even though vou only sold three Dark Stones. 


Note however that 2 “Loot counter” exists for every piece of Loot vou sell: 
whenever vou buy à Bazaar item, the counters for each individual piece of loot 
used in that specific recipe are reset to zero, no matter how many vou have — 
sold. If you sell 20 pieces of one Loot type, and then buy an item that uses only 
two of those, the remaining 18 are struck from the record. 


Let's assume, for instance, that you have all the requisite Loot ingredients to 
unlock both the Assorted Leathers and the Marksman’s Delight: three Dark 
Stones, two Wolf Pelts, two Fis a Tanned Hide and a phiat of Green 
Läquid. If you only sell the Loot required to unlock the Assorted Leathers, this 
item will appear in the Bazaar. Once you purchase it, the Loot counter for 
Dark Stones (and, indeed, all other Loot used in the recipe) will be reset to 
zero, meaning you'll need three more Dark Stones to unlock the Marksman’s 
Delight. 


‘To be absolutely clear 


© Fyery time vou sell Loot and “complete” a specific recipe, the corresponding, 
Bazaar good becomes available and stays so until you buy it. 


© Every úme you buy a Bazaar good, the “counters” of the Loot involved in its 
recipe are reset. However, other Bazaar goods (whose recipes involved the 

same type of Loot and were 

completed) remain available. 


‘Therefore, if you're especially 
interested in making the most 

of the Bazaar, take the time to. 
study the relevant tables in the 
Inventory chapter. I's sometimes 
highly worthwhile o wait before 
you buy a Bazaar good until you 
obtain more units of the Loot 
involved in the recipe, and thus 
trigger the appearance of an 


Certain Bazaar goods are rare 
in the sense that they cannot be 
bought (and, occasionally, even 
found) elsewhere. Some of 
these are unique and valuable 
pieces of equipment. If 

Pre looking for such an item, check the “Bazaar Goods” table in the Inventory 
chapter to learn where and how to find the Loot required to unlock it. The task of 
obtaining Loot for the most extraordinary Bazaar items can take literally hours of 
patient, painstaking labour, and when you finally unlock the item of your dreams 
vou may then need to find a king's ransom in Gil to actually purchase it. To 
condude, hunting for rare Bazaar goods is not a pursuit for the faint-hearted! 


@7 


FROM TREASURE CHESTS 
Opening treasure containers (Fig, 7) is one of the few ways to obtain items for free. 
contents of most treasure containers in Final Fantasy XII are subject to « random 
governs the quality of the reward (within clearly defined parameters — vou 
Hjust.any object), so there's usually no guarantee that you'll acquire the same 
me, The maps in the Walkthrough chapter display the location of every 
container, and are supplemented by exhaustively researched tables 
alllikely rewards, and the probability of obtaining them 


hat governs treasure containers seems complex, but becomes easy to 
afer « few hours of play: A number of treasure containers (particular 
notable contents) have a statistic that governs whether they will or will not 
Éthey do, there is a further chance that they will either contain a variable 
of Gil, or an item. When they contain an item, there are usually two potential 
with (generally, but not always) « further 50/50 chance that either will 
In short, if you're aiming to obtain specifie items through hunting down 
treasure containers, your chances of immediate success are fairly low. 
most containers respawn once vou move three zones away and return (or 
save, quit and reload), which means that you can make several attempts to 
the desired result, or possibly obtain a coveted item several times. 


Fean be very time consuming, but it's sometimes extremely profitable to 
repeatedly réturn to the same pot or chest in order to obtain a specific prize, Your 
patience can often be rewarded by the acquisition of « piece of equipment gratis, 
Tong before it can be found elsewhere. Examples of this include the Demonsbane 
sword in the Tomb of Raithwall, and the Golden Amulets in Henne Mines. 


Incidentalh, if one of your characters is equipped with the Diamond Armlet Accessory, 
the contents of treasure chests are changed. The tables in the Walkthrough chapter 
provide comprehensive details of all possible rewards and vou can find instructions on 
how winterpret and use the information provided there on page 
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Ifyou absolutely must get your hands on the Zodiac Spear, the most powerful 

weapon in the game, its vital that vou avoid certain treasure containers. The 
Walkahrougb chapter will warn you when you encounter these as you progress 
through the adventure. If you want to avoid disappointment at a later date, vou " 
can read more about this special treasure on page 191, 


FROM MONSTERS uur 
Most of the items you can obtain from monsters are Loot, which vou can sell 
in shops to fund equipment purchases (and unlock exotie items in the Bazaar 
section). However certain monsters sometimes carry a piece of equipment 
with a high value, As these items are rarer than common Loot, your chances of … 
acquiring them are correspondingly lower. 


‘There are three ways to obtain items from enemies: eef DET 


9 The most common way is to simply defeat an opponent. Every foe slain 
(with occasional exceptions) has ce of leaving a “drop item” behind. 
as they fade from the batlefield. The chance is inversely proportional to 
the predefined rarity of the item: the rarer the item, the lower the chance. 2 
However; you can increase the probability of obtaining rare equipment (and, _|_—— 
of course, more common rewards) by building Bate Chains. To learn more 
about these, please refer to page 37. 


© "The second way to obtain items from monsters is to steal, using the Technick 
ofthe same name. You can successfully steal once per monster (though there 
are occasional exceptions to this rule). Again, your chances of acquiring rare 
items are very low, However, equipping the Thief's Cuffs Accessory can increase 
the probability that you will obtain sought-after items by a noticeable degree. To 
learn the exact percentages, please read the Bestiary introduction on page 97. 


© The third way to acquire items from enemies is to use the Poach Technick 
when an opponent is in the HP Critical state (Fig. 8). The Technick 
only works when a monster's HP has fallen below 20%, with the enemy 
disappearing immediately if it is successful. Poach gives you a high chance to 
obtain a common item, and a low chance to obtain a rare one. However, you 
will get no EXP, LP, Clan Points, Gil or dropped items if you use this Technick 
For that reason, it's wise to leave Poach for instances where your characters 


do not need to improve, or you are searching for a very specifie item 


AS REWARDS 
Completing side-quests will often lead to rewards, which may include pieces of 
equipment. Of all the side-quests, Mark hunts are probably the most lucrative 
in this respect, with Petitioners regularly offering payment in the form of a 
weapon, ammunition, piece of armour, or Accessory, in addition to Gil and 
other items. The equipment vou can obtain this way tends to be extremely 
valuable, provided you can defeat certain Marks early in the adventure, or if 
you complete very difficult hunts. You can initiate hunts by examining available 
bills on Noticeboards 
throughout Ivalice, such 
as the one on the wall in 
the Sandsea (Fig, 9). For 
more information on the 
an Centurio 
side-quest, see pa 


massive 
e 326, 


You can learn about 
other side-quests in the 
Extras chapter, which 
offers a full recap of all 
adventures ancillary to 
the main storyline, The 
Walkthrough chapter 
also offers step-by-step 
explanations of how 

to complete these 
profitable diversions. 


or 
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here are many diferent ways to travel around Ivalice. Journeying on foot is naturally the cheapest, and also provides 
the opportunity to play the role of a virtuous footpad, assailing belligerent local monsters for essential goods, EXP and 
LP. However, there are many occasions when an extended hike is unnecessary, or simply undesirable. your party 
will gain lide by reacquainting itself with the flora and fauna of a previously visited locale, or when you simply wish to 
travel from A to B with minimum of fuss, consider one of the following alternatives 


© ‘The Moogling: At an early point in your adventure, the Moogling reopens for business in Rabanastre (Fig. 1) 
This convenient free service enables you to teleport instantly between five zones of the great city. To make 
use of it, simply speak to one of the Moogles acting as an attendant for this fine altruistic enterprise. 


© Chocobo riding: Saddling up and bounding to a destination at speed thanks to the long, powerful legs of a 
Chocobo is a time-saving way of making short trips. You can hire Chocobos for a fee at Chocobo Stables, which 
are usually found on the outskirts of seulements. Alternatively, vou can catch wild (but friendly) Chocobos by 
feeding them a piece of Loot called Gysahl Greens (Fig, 2). A Chocobo ride lasts for a limited period, indicated 
by a counter at the lower right of the screen (Fig. 3), and vou can spur vour mount on for « temporary burst of 


speed up to three times per journey. While riding a Chocobo, vou cannot fight, talk to people, enter towns or 
dungeons, or interact with objects such as treasure containers or Save Crystals. You'll need to dismount before 
vou regain such abilities, which causes your Chocobo to immediately return to its point of origin. 


© Gate Crystals: As long as vou own at least one 
Teleport Stone, you can teleport instantly between any 
two Gate Crystals that you have previously touched. 
The number of Teleport Stones you own appears 
on the right of the screen when you examine a Gate 
Crystal, and each journey consumes one of them. You 
can obtain these useful items by defeating or stealing 
from certain monsters (see the Bestiary chapter), 
by completing side-quests, or by buying them from 
specifie merchants (particularly the Clan Provisioner 
in Rabanastre). Though you can sell them, avoid doing so — they're of far more worth to you than the measly 
100 Gil per item you'll receive. Table 1 shows a complete list of all locations that feature a Gate Crystal. 


© Skyferries: Airships operate between all of Ivalice's major cities. If you decide to take one, visit an 
Aerodrome and approach the counter that sells tickets for your chosen destination (note that routes are 
unlocked as vou make progress in the main storyline). You should then choose your preferred journey 
type. If ou pick the Private Cabin option, vou'Il be taken directly to whichever far-flung Aerodrome you 
specified. If you opt for Leisure Craft, you will be able to explore the Airship, mingle with other passengers, 
buy (occasionally rare) items from shops, or even — in one memorable incident — hunt Mark! To end the 
flight, inform the Chief Steward that you would like to be shown to your cabin (Fig, ). Diagram 1 illustrates 
Skyferry connections, and Table 2 reveals ticket prices (read horizontally) 


© ‘The Strahl: Once you gain full control of Balthier’s airship, you can use it 1o fly directly 10 a wide range 
of destinations. This means of transport is free and fast. You can access the Strahl either by examining its 
anchor (Fig. 5), which is usually nest to a Save Crystal, or by visiting the Private Airships counter at any 
Aerodrome. Table 3 lists all boarding zones and destinations that can be reached with the Strahl 


Table 4 offers-an overview of the different modes of transport available throughout tvalice. Note that it's much 
easier to find your way around and to plan vour journeys if vou know where you're goïng! You can buy maps from 
Cartographers’ Guild Moogles (these are all marked on the detailed maps that appear in this guide), with their 
price often reflecting the size and complexity of the area that each one covers (see Table 5). 


DiacRAM Le e 
SKYFERRY CONNECTIONS 


TABLE 2: SKYFERRY 


TICKET PRICES 


rba_Nalbina Arch 
aha mai |_ wat 

het 

Nana c 10 zuoc 
nach xe Gl » 
5 oat | moet | oc 


FINAL FARTAST U 


mese | [@] | | 
| dj en 
he ns ICH kms le 

enk | 

[oerdne ele nn en | 
Cn 


[oro Later 


eaten Port 


The Ferwand 


mocert Cel 
Girwegn 


The Great Crasdal 


doara Catarse 


Gende Serge 


zerdnan Caers 


eerbied dl abdis 


H 
| bressen 
F 5) 


Sn Fors as 


Tee Cat in aren Fuge in 


TABLE 5 


MOOGLES SELLING MAPS 


ve Tad rin en eaten 


CARTOGRAPHERS” GUILD 


‘Delmascn Fear 0 
Rahanaar Southern Dalam Weser so 
Glan Plains w 
‘Soudan vlage | masc Fean so 
Dalm eran _ 
Nort Bark Vilage | stern Highest za 
‘Giza Plas The Dry) Nomad village Giza Plas m | 
[ Bute El 
geta Trancu Wa & Lum Square == 4 
Us Mines | 
‘Orme Plan 1 
Jaar Bunk of te Sop nme: a 
| aars w 
Ent vlge Road of Verdun Prase Er vile w 
| Parma Ri za 
| vamos Sandra Ps 
| Mi Bar Omisar 5 
| stenphoean Highest alg Vale Mapt Hijo 240 
lee ter Cap Pen ra o_| 
Road Palace dl ono 
ease) Alle of Loe Wligers Jr alde | 
| sld en 
Mehads Buha Technics 
| Achats 0 
| 4m 
| taten rar Sea bree Lane Et 
mo 


ef CTS 
CHMRACTERS 


Dd 


BESTILT 


cawuar 


BEVELOPING 
CHARTERS 


hs TROTELSIN 


Tact 
LERS 
BITS 


SS 


41 


42 


»— LICENCES =—- 


Your party members can encounter a wide variety of abilities, weapons, protectives 
and Magicks during their travels in Ivalice, but the vast majority of these cannot 
be used unless you acquire an appropriate Licence. To unlock squares on the 


s THE LICENCE BOARD 


‘Thé Licence Board is the same for every character, and is divided into two main 
sections. The upper part contains Licences for Magicks, Technicks, Augments and 
Accessories, while the lower part contains Licences for weapons and protectives 
(head armour, chest armour, and shields). Quickening Licences are distributed over 
both boards, while Esper Licences are only available after you defeat specific bosses 


Party members have very few Licences when they join your party, so their 
evolution during the course of the adventure is entirely up to you. One of the 
biggest challenges presented by the Licence Board system is the inability to 

see” the function of squares that aren't adjacent to a Licence a character 
owns, For this reason, we have included the full Licence Board here for you to 
study, IF you would like to know how each party member's attributes develop as 
they gain levels, you can refer to the Characters chapter (see page 58). It's not 
mandatory that each character must “specialise” in a particular role — such as 
a tank, damage dealer, spellcaster or support character — but you'Il definitely 
benefit from steering them in specific directions. 


No matter the paths you decide for each party member, be sure to spend your 
hard-carned Licence Points carefully during the early stages of your adventure. 
Most enemies are worth 1 LP when you defeat them, but you'll need a massive 
13,180 LP to unlock every regular Licence on a single board, This total doesn't 
include the maximum three Quickenings per character (3x 50 LP), and the 
additional 805 LP required to unlock every (optional) Esper! However, vou 
should note that collecting LP becomes a less pressing concern once you can 
acquire the Golden Amulet Accessory, which doubles the LP earned by the 
wearer at all times — even when they are placed in reserve, 


In general though, you really don’t need huge amounts of LP to progress in the 
adventure, as Licences are only relevant if you own the particular Technick, 


AUGMENTS 

Unlike many other Licences, Augments are activated immediately once 
unlocked. As they have a direct and palpably beneficial effect, it's in your best 
interests to acquire them as soon as you can. Early in the adventure you should 
concentrate on acquiring Augments that are relevant to a party members 
specialist role; later, when it becomes easier to acquire large sums of LP, you 
can take the time to improve their all-round ability 


Table 1 details all Augmenss, their effects, the character types that should 
acquire them as priority, and a grading of how useful they are. You can use this 
information to determine your priorities for each party member. To learn more 
about the suggested character roles, turn to page 33. 


Acquiring certain Augments can also provide you with a greater range of tactical 


options during battles. 


The “HP Critical Technique’ 
This can be 4 powerful way to increase the damage inflicted by your party. To 
accomplish it, you'Il need to take the following steps 


© Have a damage dealer in your party, and equip that character with a potent 
weapon and heavy armour to increase his or her Strength attribute. 

© Have the character obtain the Adrenaline and Last Stand Licence 

© Deactivate your team’s general healing Gambits. 

© Manually attack vour damage dealer until he or she reaches the HP Critical 
state (less than 20% of max HP) 


Licence Board you must obtain Licence Points by defeating enemies. For a basic 
introduction to this feature, turn to page 12, This section is dedicated to studying 
individual aspects of the Licence Board in greater detail. 


Magick, or piece of equipment that they unlock. Essentially, the evolution of 
vour party is more profoundly influenced by the story-oriented milestones 

vou pass, the foes you defeat, and the funds (in the form of Gil) you invest in 
improved equipment and abilities. If you'd ike to learn more about developing 
your characters, turn to page 


© If possible, cast Decoy on your tank to attract the attention of foes, drawing 
them away from your damage dealer. 


Your damage dealer will inflict twice the usual amount of damage with every blow 
including Critical hits. If you equip them with a ranged weapon they are less likely 
to be targeted by enemies (especially if your tank has the Lure status effect active), 
and their heavy armour and doubled Defence stat should enable them to survive 
most attacks. You can then top up their HP gauge as required with weak potions 


or the Cure M: 


ick. For more information on this strategy, see page 55. 


The “Full HP Technique” 
This alternative technique is less risky, but also far less efficient: 


© Have a damage dealer in your team and equip that character with a powerful 
ranged weapon and heavy armour for an additional Strength boost. 

© Have that character obtain the Focus Licence. 

9 Set up a Gambit to heal him or her whenever they lose HP. 

© If possible, cast Decoy on your tank to attract the attention of enemies you 
encounter. 


Your damage dealer will inflict 20% more damage than usual with every single 
blow (even Critical hits) whenever his or her HP gauge is full. If you can also 
cast status effects such as Haste, Bravery and/or Berserk, they will be even more 
powerful. For more details on this, see page 56. 
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Boosting Curative Items 
4 De Augment LP Cost Fflect 


ess __ Priority AC 


By learning Lore Augments on the Licence Board, characters can greatly 
increase the effectiveness of restorative items. In challenging batles where MP 
gauges can be depleted ata ferocious rate, beïng able to extract every last drop 
of potential from consumable objects is a definite advantage. 7 nj 3 á 


Lice Hems Effect 


A character who acquires all these Licences will be able to cure practically 
every Status ailment with a single Remedy, and will resto 


50% more HIP when using Potion-type items 5 


50% more MP when using Ether-type items. 
8 …50% HP when reviving KO'd characters with a Phoenix Down, instead of } 
the normal 20 


Ifyou cam have at least one party member learn all of hese Licences preferably 
ve lo Magick-based 3 : 


asupport character - you will have a very efficient alt 
healing. This can be handy in a wide variety of situations, especially when vour 
use of Magicks is restricted by, for example, low MP, enemies who drain MP, or 
the Silence status aïlment. As items are used almost instantaneously, they can 


help vou to avert imminent disaster in a way that Magicks cannot 


Endless MP Source ï 
Ifyou supply a “tank” with the Headsman, Martyr and Inquisitor Licences, - man 
they will gain a regular supply of MP during battles. In dangerous locations we 1 Gri 
filled with monsters, this can act as a vital source of Mist Points, reducing vour 7 


reliance on costly Fther-type items. You can use this MP in two ways 


© Assign Gambits to your tank to give them the responsibiig of casting most positive p 
status efects, particularly those that 


work on an area-eflect basis. This 
reduces the pressure on the MP 
gauges of our Magick users; as 
afringe benefit, you'll spend less 
me pausing during long journeys 
enable alles to cast area-cfiect 
Magicks on the entire party 


e 


Harvest Mist Points 
from your tank by 
using the Syphon 
Magiek. It may not 
be quite as quick as 
using an Ether-type 
item, but it's far less 
expensive 


Ks 


MAGICKS 

re five different types of Magick: White Magick, Black 

reen Magick and Arcane Magick. To cast 
ou must purchase them from merchants (which you only 
need to do once for the entire party), and acquire the appropriate 
Licences (which must be done for each individual). You will find 
the complete list of all Magicks, including their efiects, price and 
availabilig, in the Inventory chapter (see page 92). 


‘There are a number of Magick Licences that all members of your 
party should obtain, irrespective of their particular role. Magicks of 
the Cure and Raise varieties are naturally à priority, even for damage 
dealers and tanks, who can additionally use them to 
attack Undead foes. Esuna is also a blessing in battles 
where vour opponents are inclined to hit your party 

with an unpleasant melange of status ailments. Finally, 
Protect, Shell and the three basic elemental Magicks 
(Fire, Blizzard and Thunder) can also be of use, giving 
vour characters greater versatility. The Licences required 
(White Magick 1 to White Magick 6, Green Magick 1 and 2, and Black Magick 
D) are all very close to the Augment portion of the Licence Board, and can be 
acquired without investing prohibitively large sums of LP. Magick 
at the outer reaches of the Licence Board are only important for spellcasters and 
support cha 
acquire from merchants though — you'll be far better served by investing LP on 
appropriate Augments. 


TECHNICKS 


nces located. 


s. Don't rush to unlock Licences that your Magick users cannot 


Unlike Magicks, Technicks do not require MP; however, these are often highly 
specialised abilities that can be subject to random factors. For a complete list 

of all Technicks and their availability, please refer to page 93 of the Inventory 
This section examines the most useful Technicks, particularly those that 
are worth acquiring as soon as they become available 


elf => Libr 


times — just set up a simple Gambit such as 


Charge is a vital Technick that all party members should master. It can be 
used to restore a small amount of MP, based on each individual's current level. 
However, should the Technick fail, it reduces the user's MP supply to zero. The 
lower a 
Therefore, an effective Gambit would be 
in the game, when your characters reach very high levels, you can reduce the 
percentage to 10. This Technick is very close to useful Augments on the Licence 
Board, so your party members (particularly Magick users) should obtain it at an 
early point in the adventure. 


1000 Needles deals 1,000 HP of damage to a foe, regardless of how high its 


Defence is. This can come in very handy against fing enemies, or creatures with 


a very high Defence rating, 


Telekinesis enables characters to attack fing foes with melee weapons (but wil 
not work if a character has a ranged weapon such as a Gun or a Bow equipped). 

‘The damage dealt by a Telekinesis-powered blow depends on the Attack Power of the 
weapon used, and the level of the enemy: As this Technick becomes available at a very 
Tate stage in the adventure, and requires « large LP investment to reach on the Licence 
Board, you may be forced to learn it with only one character —ideally your tank. 


A collection of Technicks can be used to reduce an enemy's attributes: 


© Expose lowers a target's Defence by 10%, 

© Shear lowers a target's Magic Resist by 10%. 
© Wither lowers a target's Strength by 50%. 

© Addle lowers a target's Magick Power by 50%. 


ssential Technick that one of vour active party members should have 


aracter’s current MP is, the higher the chance that Charge will succeed. 
EMP < 20% =» Charge”. Much later 


The effect of these Technicks is 
cumulative, but there is a drawb: 
they're prone to regular failure. 
Expose and Shear have a baseline 
33% probability of success, while 
the figure for Wither and Addle is 
66% However. the Magick Power stat of the user and Vitality of the target are also 
taken into consideration, which complicates the calculation no end; additionally, 
the Shell status effect reduces the chance of success . You should, therefore, leave 
these Technicks to characters with high Magiek Power ratings. The Indigo Pendant 
Accessory, obtained towards the end of the game, increases the hit rate to 100% 
(50% if an enemy is shielded by Shell). 


Souleater deals physical damage based on the characters Attack Power, Strength, 
Level and the target's Defence. It consumes 20% of the character’s max HP. 


Characters under the influence of Bubble will lose 20% of their total HP provided 
bythe status effect. Consequent, iis best used by burly tanks and damage 
dealers. Be careful: this Technick will actually heal Undead targets 


Gil Toss inflicts damage equivalent to the sum of Gil it uses. However, you cannot 
decide how much Gil you will hurl at the opponent — the amount is actually 
determined by the total HP of your active party members, divided by the number 
of enemies in range. This Technick can deal up to 9,999 HP damage, and never 
misses. However, as it can be very expensive, is sensible to leave this Licence 
uil you have plenty of excess funds. 


Horology deals damage governed by the last minute digit of your game time 
shown in the Party Menu (see Table 1), and on the Level of the user. However, 
there is a 30% chance that the attack will miss its target. If you decide to acquire 
this Licence, pick the member of your party that has the highest level. 


Traveller deals damage based on the number 
of steps a character has taken since the last time 
the Technick was used. Once the total reaches 
1000, the counter is reset to zero. The best way 
10 use this Licence is to give it to one character 
(for example, a damage dealer), and then employ 
It periodically As it never misses, it can be very rama 
powerful, causing up to 9,990 HP of damage to all 
foes in range (see Table 2); naturally, there” 
equal chance that you'll produce more “whimper” 
than “bang”. To maximise its efficiency, use 
Traveller when the total number of steps displayed. 
in the Party Menu isa round number, then use 
again once you've taken between, say, 950 
‘and 999 farther steps. Ideally you” be fighting a 
powerful boss accompanied by a host of annoying, 
geomplices at the time — but that's something that 
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CALCULATION 


TABLE 2: 


CALCULATION 

step D 
erology deals physical damage based on „| sepsxl 
number of successive hits achieved with the d 
ick. The first time it hits, Numerology will 


SORIES 
ividual party members can equip « single Accessory at « time, with cach 
pe granting a particular bonus, such as increasing max HP, granting immunity 
ggn a status ailment, doubling EXP received or reducing elemental damage. 
ra list of all Accessories, see page 86 of the Inventory chapter. It can be 
for a character to make their way through this section of the Licence 
SBoard, so limit your expenditure here until you acquire Accessories that make 


doing so wortiwhile. 


Minute Damage (HP) 


TRAVELLER DAMAGE 
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damage to all other foes within range. The potential damage inflicted doubles with 
each successful hit, as Table 3 reveals. However, if the Technick should miss, the 
count is reset. 


In the unlikely event that you achieve 17 consecutive hits with Numerology, it will 
cause more than 65,000 HP damage to the target, and approximately 130,000 HP 
damage to every other foe in range. On paper, only huge Quickening chains with 
an extremely powerful Concurrence finish can deal this much damage in a single 
‘attack. However, your chances of ever reaching, level 17 are far from promising, 
1fyou would nonetheless like to use Numerology, it's advisable that you have a 
handful of characters acquire the Licence to enable you to perform it repeatedly. 


If an enemy has the Safety Augment (you can refer to the Bestiary chapter to 
check), it will not be affected by this Technick. However, this will not automatically 
count as a miss — should there be vulnerable monsters within range, they 
be damaged, maintaining an unbroken chain. Finally, you should note that the 
k will always miss. 
8} CEN 
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WEAPONS 

All weapon Licences appear in the lower 

part of the board, and you can unlock up 

to three weapons per square. All different 
weapon types, such as Swords, Daggers, 

Bows and Guns, have a variety of individual 
strengths and weaknesses — turn to page 

23 to learn about these. You can find detailed 
information on every single weapon in the game 
from page 78 of the Inventory chapter. 


As weapon Licences are only of use if you actually 


own a particular armament, there's litle point in spending LP untl you do. 


Instead, decide which weapons a character will spe 
least expensive route to obtain L 
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PROTECTIVES 


QUICKENINGS 
Each party member can learn up to three Quickenings (see page 27 for more 
information), with the Licence for each one subsequently disappearing from the 
boards of the other characters. There are 18 in total, which means that every 
character can claim their full complement. However, you need to think carcfully 
about the route that each individual will take. As « general rule, acquiring 
Quickening Licences is extremely costly in terms of LP, as they are situated on 


ESPERS 

Esper Licences do not appear on the Licence Board until you meet, greet and. 
defeat Espers during your journey through Ivalice, Some are encountered as 
vou play through the main storyline, and must be vanquished before you can 
proceed; others are secret, and can only be located once you pass specifie 
milestones. As soon as an Esper Licence is acquired by one character, it 
disappears from the Licence Boards of all other party members. Only they will 
beable to summon that Esper in battle. To learn more about Espers, turn to 
page 28. 


Depending on the rank — or relative strength — of an Esper, a character may 
need one, two or even three full Mist Charges to summon it. While there is 
mo limit 0 the number of Espers that one character can command, it makes 


sense 10 share them equally among party members. As an incidental bonus, if a 
ence is 


eharacter lacks sufficient Mist Charges to summon an Esper when its Lic 
fist acquired, these will be provided automatically 
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As vou should know by now, we use “protectives” as an umbrella term for shields, light armour, heavy armour 
and mystic armour. Most armour Licences permit a character to equip two different helms and chest pieces 
You can learn about every protective you can acquire in the Inventory chapter (see page 82), and gain advice 
on equipping armour and shields on page 24 


As with weapons, there's no need to acquire Licences for protectives before you actually own the equipment. Again 
piek the route followed by each party member 
Shrewdly invested elsewhere. 


refully, as LP saved in this section of the Licence Board can be 


the outer edges of the board. The effort is worthwhile, though: as well as being, 
a potentally very powerful form of attack, Level 2 and Level 3 Quickenings 
respectively double and then triple  character’s maximum Mist Points. With 
characters that make regular use of Magicks, you should aim to obtain the 
maximum three Quickenings at a fairy early point in the adventure 


The following pages will introduce you to the different Espers, and feveal their 
attributes, elemental affinities, “augments” (see page 97 for more information) 
and attacks. Their level is defined. by the level of the character that summons 
them, but their Attack Power, Defence and Msigick Resist ratings are fixed. You 
can use the data provided here to decide which party members are best suited 
to command each Esper. Additionally, each Esper has a special Esper Technick 
that they can use in very particular circumstances. This attack is always directed 
at the foe with the highest max HP. 


„BELIAS, THE GIGAS 


Ee AL 


FFINITIES ÄTTRIBUTES 
level MHP Ma 


MP 


Fire elemental amacks gîte Beliass specialit 0 
so his support is welcûaid against enemies n 
that are weak agaifist fry assault, such as mn 
the Jellies in tbe Henne Mines. When you first 0 


acquire hie, his Defence rating is notably ni 
LP Cost high: vou" find at he fares well against »_ ao 
Mist Charges many enemiegttiarvou encounepat chat CREE 
sf point of the adventyre. However this is 2 o_| s667A, 

|| temporary advantage Compared toshe other OMEN 
ads || Espers, Belias is elauively weak, and becomes 
Obtained ha practicalty Later in hé game. 
GAMBITS 


„MATEUS, THE CORRUPT 


EL ÄFEIN 


ÄTTRIBUTES 


Level MaxliP Ma 
MP 


MENTAL TIE 


Mateus’s element is Ige, but he can also use 
physical attacks and restore hi Summoner's 
HIP He is very effective when he faces lce-weak 
enemies, bit vulnerable against Lightning 
attacks. Wheg he's argetedby lighaning-based 
PN || saus, ws ala oor haracer suppor 
en || him wich healing Magich oe ferus: 


suus Flects B | 0 


Atack Defence 
Power 


Mack Defence Magic 


Strength 


Magick 
Power 


Augments 


Obtained n | 
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Remaining me <1 Imone | 
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ELEMENTAL ÄFFINITIES 


[vee s=oel wah 5 


‘his Esper regulaclyises ir. Devour Soul El 
abiligg The moré sltuses lie more damage || * 
her Esper Techniek wil inflict The damage En 
hat Stemihazads Soul Purgg dttceiaflicus is RE 
actually one dirt of fe val damage deale by || © son 
Devour Soul Furtienore, the Esper Technick ON EC2T: 
is also afleg by he soya umg you have CE 

dealt by using Kaars ol Rust: Though unlikely ET 


60.000 HP of damiage, However, li cumularive 
Obined WNB i chain” total Hhatingreases (effectiveness 
can be broker two WE. The first, obviousts, 
Is when Shemihazaï ass Sol Purge and the 
GAMeITs second is when vou use Dark Mater — the 
damage deal by ús lean is also ome chr 

of the total scan deal by Knots of Rust and 
Devour Soul: 


Target 


vo reach elppêr esthehes, WeanTaictupro PL ZLC 


Range 


Element 


Element 


Charge 


Magich 
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„HASHMAL, BRINGER OF ORDER | 


ÄTTRIBUTES 


level MaxlP Max Atack Delence Magick Strength Magick Vitality 
MP__ Power Resist Power 


Unlike most ther Espers, hé onlvuses his NET [ CE 

Esper Techniek win his summoner's HP _ [ [| _n 

drops to a dangeronsly lowlevel you would 0 | verum | ol | E 

like to use his spr ‘Technic haul, vou a} [ |» 0 | [ 


can summap Hashimalasa lastreson if vour jo 
| character is FP Gridieal 0 


| Hashma'sspieialiy is the Farrel 
| 
| 
| 
| 


Range Type ement__ Charge Time _ Power 


level MaxHiP Max Aitck Defence Magick Strengüs Magick Vitality Speed 
MP__ Power Resist Power 


Famfrt costs tee Mist Charges summon, BEEST: é 
but his vers iupressive tach power makes EESTE 5 5 e 

his worthwhile Ris specfal attacks are Water IE 

based. Note tha s&vera) weder conditions 0 ‘ 

weaken the ects ofihes&zticks, while fog CRE \ u 
strengthens (em see the table on page 33 o_|5 ‘ El mn : 
| to learn more " B ’ ” 


ACTIONS 


Target __ Range Time__ Power 


ADRAMMELECH, THE WROTH 


ELEMENTAL AFFINITIES ÄTTRIBUTES 


Level Max HP Ma: Ata Defence Magic ngth Magick Vitality Speed 
MP__p Re Power 
ï 
EEE P 
Adrammelech favourite attacks are nivo fi 
Lighuning-based, although hets also able to EET é ) 
heal the summóver with Magick. fis spells | E 
are enhanced by the permanent Faith status EN 7-28 
fiet, and will ever hit foes-proteied by ENE 6 
Refect pais vo heslgnore Rele Augment. || VSS B ) E ED 
“This makés hin powerfal Esper you can E D 
acquire hun caf ly om nde games but his | CARE: ] x 5 
‘stats arefae 100 Jowo ale hi aren vo 2 7 
‘enemies encountered during the Later stages of 
te adventurt, 
a Jet Bet ACTIONS 
sd Name Target __Range Type Element__ Charge Time_ Power 
ad Thuundars ke En Magik n w 
nt Thundarn E 3 ik 
zeker lei 7 vaa 
Ft palen je 


CUCHULAINN, THE 11 


ELEMENTAL-AFFINI TIES ÄTTRIBU sh 


level MaxHP Max Atack Defence Magick Srengh Magick Viral 
MP__Powe Resist Power 


Cchulainn enjoys several permanent status 
efiects, and is strong afünst every element. He 
restores his own HP onee all nearby foes have 
been defeated, and he can also Wise Malaise to 
absorb HP from nearhyässaïlanis, Cúchulaian 
Is not easily defeated enemies, which makes 
him useful protector ind: powerful ally for 
the summoger. Should gow need 10 bel him, 
use items do’ forget that he's shielded by 
Reflect 


Mist Charges 


Satus Effects 


Augments 


Obtained 
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Element __ Charge Time _ Power 


ZALERA, THE. DEATH SER 


AFFINIT ÄTTRIBL 


devine 


| Zalera adapts his attacksin accordance with 
| his own HP level and the curfens HP of nearby ’ 
foes. When not tiely engaged! ín combat 0 
he heals himself by câsting and absorbing ï 
Holy The Esper Techniek Conderanation kils 
every oppanent wi less than 9,909 max HP u 
(6,999 HP if the foe fs ptorecred hy the Reduce 
Damage Augmeni), Killannihiles opponents 
that do not have the Safety Augrent, but vou 
Augments will receive no EXP LB, Clan Pofus or dropped 
Obtained items. Zalera's altacks make hún a very useful 
GEMARS ally when sóu find vourself overwbielmed bv 
NE numerous fes, Hut his inst Kill amacks do 
5 des not work on basses thus he js not the best 
: ‘choice for boss banles 


Level MaclP Max Aftack Defence Magick Strength Magick Vitality Speed 


MP__ Power Resist Power 


LP Cost 
Mist Charges. 


Status Effects, 


ACTIONS 


Target Range Element Charge Time _ Power 


‚CHAOS, WALKER OF THE WHEEL 


LEMENTAL AFFINITIES ÄTTRIBUTES 


Max _ Antac 
MP__ Power 


(Chaos's Magiek attacks are directed to exploit 
weaknesses which, when combiïed wi 

his permangg Faith suatus effect, Can ma 

him extrerdely angërous, He's less lectie 
against enesniesthdt eam absorb Wind or, Lo 

a lesser estenf, foêsthat have no meaknesses 
other iu Baris or Water Whirlwind infliets 
damage equal to SO of tje enemy HP, 
but no dare afl if he hoe hs ihe Saery 
Augmeûl; Tornado deals damage up to 90%, 
of am enerny’s.mias- HP Both autacks can inflicu 
maximum âhdek 09999 TUF, and cn be 
weakened bj the Reduce Damage Augimen and | ACTIONS 
elemental resisgice 


Eis multiplied bv 2 fot Gravi Well, and by 5 


scu Dj ary 


ZEROMUS, THE CONDEMNER 


ELEMENTAL AFFINITIES ATTRIBUTES 


Magick 
R 


The basic damage deale hy Zeromus's attacks 
s determined by the formula “Zeromuss 
max HP minus Ziround$ Cürrent HP”, This 


for Big Bang AsZeearùs% ihefêfore much 
more powerfilter his PS extremely low, 
vou ofen need d cerftafa auwoum of forward 
planning anda tidelr food fortune to get the 
best results frou lira” 


„EXODUS, THE JUDGE-SAL 


ELEMENTAL AFFINITIES ÄTTRIBUTES 


Max Atack Defence Magick 
MP___Power Resist 


‘The efficiency Of FSadus's afEKS Can vary 
greats The damage GERETS w random figure 
between 0 and the Espers masHlP for Comet, 
and 0 to 30,000forMetenr, Exodus unleashes 
Meteor only if hé is under dae fofluence of the 
Immobilise stäftig allmtat hear de end of his 

| summoningdinië, Sp don’ hêsitste 10 cast it on 
him yourself 


Magich 
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ULTIMA, THE HIGH SERAPH 
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ZODIARK, KEEPER OF PRECEPTS 


ELEMENTAL AFFINITIES 
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== GAMBITS =- 


In theory, there's no reason why you can't manually input every single battle 
‘command for your entire party In practice, this is prohibitively ime-consuming, 
and, to be perfectly frank, deeply dull. The Gambít system enables you to set up 
automatic commands that party members will execute as soon as a particular 
condition is met. If you'd like a basic tutorial in how to prepare Gambits for your 
characters, turn to page 12 


BASIC PRINCIPLES 


Unless you assign ill-considered Gambits to party members, you can rest assured that 
they follow their orders sensibly, with actions only executed as and when they are 
required. If you set up a Gambit such as “Self =» Libra”, for example, a character will 
only refresh the status efect when it's necessary Similar, with “Aly any =» Phoenix 
Down”, a Phoenix Down is used only when 4 team member is KO'd. 


No matter what Gambits you prepare, don't forget that you can override them at any 
point by manually selecting commands, which always have priority over Gambits. 
Once you stop issuing manual commands, a character will return to his or her 
Gambits. 


4 
When you create Gambits, vou can always count on the following facts: 


© A command that causes 
already has the effect active. 


us effect will not be executed if the target 


the exception of Mist abilities (Quickenings and Espers), you can instruct 
to do almost anything that you can manually order, but the suc 


shop tables in the Walkthrough chapter. 


There are three main types of Gambit targets. 


they operate. 


TABLE 1: Tie “SELF” TARGETS 


Party member tang hin or besl 


| vary meer targets um or bera ten ls or 
[herl hea acer heel 


CT 


uurs 


Part merker 
Te MP falls below certi lee 
Party meter tang hin cr here wen he or 
se is under he fleme fs aat fe 


him or healen his or 


oftheir actions depends on your choice of targets and conditions. You can obtain 
‘Gambit targets either by purchasing them from merchants, or by finding them in 
treasure containers. You can find out exactly where by studying the treasure and 


Self Self Gambits are directed at the user. Please refer to Table 1 to learn how 


Netretat prood pete status lets sch a 
bra oe ta mere stats aleer 


[ 1rastorug acten sch custig Cure or 
[ wing a Poon 


MP orn acts sch Chap or ln 


tons tat cure peis alens (such as 
lemse,or actes tan ae avantage of poste 
tus fet Gc zp nack wich Beven) 


210 learn how they operate. 


Tags any al unde an conden 


TABLE 2: Tie “AuLv” TARGETS 


Ally: Ally-targeted Gambits are directed at active party members. Refer to Table 


| scott pede pese saus fes sch 
be, or bt vroe rard stats iens 


Tarte leder 


[range te character 


oef hora vc re and De 


Species vn mee do cat on a particular als 
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(uch zo Magic wh Fast 


We AT 0 | Target ay al wh an Mem 5 lg as ys have a | Actis tha ive wang ager or el Hem 
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[pi wennen mln 
| rra 
zt a acer vaer le [rs ton Coige 
satan bed 
REE | ra character sten heer Mal | stg acossach 5 Charger wing 
[ln venta ed ier 5 | 
Wa | tearchaerokrtendeeds | Aortaomsmsanee (ae 


suffering from that particular ailment. 


© _A command that causes or removes a specific status effect will not be 
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A command that removes a status effect will only be executed if the target is 


executed by more than one character simultaneously, even if they have the 


same Gambits. 


gauges are full. 


© Attacking commands do not treat neutral creatures (those with a green HP L 


gauge) as foes. 


Howeser, the element of “common sense” programmed into the Al system does iT 
not check to see if a target will actually be affected by an action. If a Gambit 
instructs a character to cast Cure to heal an ally, 
imilarly, if a Gambit instructs a party member to 
attack any visible enemy, they wl follow that order to the letter — even if they are &/ 
using a short-range weapon and encounter a Flying-type foe. Another example is 
the Steal command. Even though the vast majority of enemies will only yield one 
item to the Technick, you need to assign an appropriate condition (such as “Foe: 


the Reflect status effect activ 


Commands restoring HP or MP will not be executed if the target's HP or MP 


it will do so even if the target has 


HP = 100%”) to a Steal-oriented Gambit to prevent a character from continually 
attemptüng to pilfer items that simply don't exist. In short, the key to successful 


Gambits is to pick the correct Gambit “targets”. 


& 


Foe: Foe-targeted Gambits are directed, amazingly enough, at enemies you 


encounter. Study Table 3 to learn more. 


Taste 3: The “Foe” TARGETS 
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„CAMBIT PRIORITIES 


The higher a Gambit's position is on a characters list, the higher its priority: This should always be at the forefront of your mind $ 
whilst assigning Gambits to party members. If you're not careful, you may find that certain instructions are never performed or, 
perhaps worse, are performed at inappropriate moments. 
Here is a simple illustration of how ill-considered Gambit lists can be a problem during combat: 
Gambit List} Gambit ist 2 

ED CID 

CED CIK 

LEED CD 
With the first list, the character’s priority will be to cast Protect on all allies, 2) Be quick to remove status ailments — while many are simply minor irrtations, 
eschewing combat duties until this task is complete. When the entire team some can be devastating (such as Confuse on your damage dealer). 
has been affected with Protect, the character will then attack any visible foe. 
However, they will not use Cure to heal themselves or other allies until all foes____ 3) Use the Charge Technick whenever MP runs low. This is especially important 
within the immediate vicinity have been defeated. If all party members were to for spellcasters and support characters, 
use a Gambit list such as this in a battle against strong opponents, you could 
find yourself paying a swift visit to the Game Over screen. 4) As soon as vou have the relevant abilities, arrange attacking gambits so 

that you have a range of assaults prepared for common enemy types. 

With the second list, healing is positioned as the absolute top priority, but only For example, you can assign 1000 Needles, or Magicks, for use against 
when an ally’s HP drops below 70%; the character will attack nearby enemies until Flying-type foes, curative items and Magicks for Undead-type assailants, and 


that happens. Once all foes have been defeated, the character will then refresh the 
Protect status effect if required, thus preparing your party for forthcoming battles. 
This is, without question, & much better arrangement of Gambit priorities. 


As you can see, the order that Gambits are placed in can have a profound effect 
on vour party's efficiency during combat. There's no point in attempting to create 
a “perfect” Gambit list, as it simply doesn't exist — so much depends on the 
monsters you are fighting, your style of play, and the number of Gambit Slots you 
have available (between one and twelve, depending on the number of relevant 
Licences you've acquired). Generally speaking though, Gambi lists should follow 
a simple, common-sense hierarchy that takes the following ps into account 


1) Always ensure that at least one of your team members focuses on healing as a 
top priority 


GENERAL GAMBIT COMBINATIONS 


This section offers several Gambit combinations that you can use, tailored to 
suit the number of Gambit Slots your party has available at different points in 
your adventure. Note that these examples assume that your spellcaster uses a 


3 GAMBIT SLOTS AVAILABLE 


standard attacks for common-or-garden Adversaries. 


5) Later in the adventure, when your characters have more HP, vou should 
consider taking the time to arrange post-combat healing Gambits, For 
example, you could set the “Ally: HP < 30%” target with Curaga as the top 
priority during battles, and “Ally: HP < 70%” target with Cure as a low 
priority for use outside battles. This way, vou’ll enter most battles with full HP, 
but characters won't waste time topping up HP gauges with Cure during the 
fight when they could be performing much more useful activities. 


6) Use positive status effects whenever you can: they are the key to victory in many 
battles. Most status effects last for a reasonable amount of time, especially if 
vou have the Spellbound Licence, so you can set them as low-priority Gambits 
However, it may be worthwhile to increase the priority of essential Gambits 
such as Haste, especially during long boss fights. 


= =d 
ranged weapon, and that the middle character wields a melee weapon. Feel 

free to adapt them as you see fit, taking into account your party's formation, the 
abilities you have access to, and your particular style of play 


Tank leader) Damage Dealer or Support Character Spellcoster 
5 GAMBIT SLOTS AVAILABLE 

Tank leader Damage Dealer or Support Character spellcaster 
a OCD CIK 
7 GAMBIT SLOTS AVAILABLE 

Tank leader) Damage Dealer or Support Character Spelcaster 
ED OCD CKD 
EEE COB CEP 
CD CED CKD 
a CKD OCD 
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OQ GAMBIT SLOTS AVAILABLE 


Tank leader) Damage Dealer ar Support Charc Spelcaster 
ED CD CREED 
se bjng > Telekiness Klote 4 CL 
EN 2 Ano Foe ir ze Teiekinesis CKD 
EL 2 sed CED 
ED CL 
IGAMeIT SLOTS AVAILABLE ss 
Tonk leader) Damage Dealer or Support Character Spelicaster 
CD 
CED 
Foe pay leaders target Ano CED 
CD CT 
ED CD ij GAM 
KAlvlowesidelene _ Sfoh___ q Foe ighiming weok => Thundaga Era 
CL pe 
CD 
SPECIFIC GAMBIT COMBINATIONS ps 
E £ 
SeThe following useful Gambit combinations can be incorporated into your standard Gambit Lists. 
‘The “Steal technique” combination: 
you intend to generate Gil by stealing from most foes you encounter, vou can automate this. 
lherwise time-consuming process with a simple Gambit 
Damage Dealer or Support Character Speleaster 
Foe party leaders large EN Foe: party leaders target => Alock 


Wi these instructions in place: 
Your tank, usually the first character to encounter an enemy, will immediately _ Reflect on your entire party, vou can then cast area-effect 


icks on them 
steal from them because the enemy’s HP is at maximum. so that it bounces off to hit multiple opponents. It's especially effective against 
single foes, particularly those with poor Magick Resist ratings. 


B}As soon as this happens, other characters will attack that target, and will unleash 


heir assault while your light fingered tank appropriates an item or two. You can use “Ally: any =» Reflect” or “Self » Refleciga” to establish a Reflect 
barrier on your party. Once this is in place, direct attack Magicks such as Firaga, 
BAS the target will no longer have full HP, the tank will steal from the next at your party You can even automate this part of the strategy by using a Gambit, 
available oe with maximum Hit Points. This will continue undl all nearby such as “Self =® Firaga!”. However, remember (hat the character will hen 


(bes have been stolen from, or have had their HP reduced repeatedly cast the spell, so it's only really of use during lengthy battles against 


stronger foes 


The whole team will then concentrate their attacks on the party leader's target. 
The “HP Critical technique” combination: 


vou find that that stealing is impeding your fighting abilities or taking too This strategy works best when used with a tank, a damage dealer and a 
much time, you can deactivate this Gambit Slot until you face more appropriate __spellcaster. It is a fantastic way to maximise your party's potential when you are 
bes. Should your tank fail to steal successfully (a distinct likelihood if you leveling up or exploring a dungeon. On the other hand, it is very risky when you 


encounter Rare Game), you can repeat the order manually if you wish. encounter bosses, as it involves leaving a character at HP Critical. The damage 
dealer must have acquired the Last Stand and Adrenaline Licences before you 
‘The “Reflect technique” combinatior can use this strategy. Additionally, it's absolutely essential that you have a good 
Reflect isn't purely defence-oriented Magick: with a lite preparation, i's stock of healing items such as Potions, Hi-Potions and Phoenix Downs. If you 
actually vital component of an extremely aggressive combat strategy. If you cast__ meet all of these conditions, these are the Gambits that you'll need to create, 


ITHE “HP CRITICAL TECHNIQUE” COMBINATION 
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Once you've prepared your Gambits, equip your damage dealer with the strongest 


weapon possible, then manually attack your damage dealer until he or she is 
HP Critical (that is, has less than 20% HP left). If needs be, you can use status 
ailments such as Poison or Sap to fine-tune the amount of HP removed. Thanks. 
to the two Augments, your damage dealer will now inflict twice the usual amount 
of damage (it's almost like having an additional party member), and will enjoy 
greater resistance to injury due to a doubled Defence rating, 


The Gambits ensure that your tank and spellcaster will heal themselves 


whenever necessary, and cast a variety of useful status effects on the party 


when the need arises. The use of Bubble and Decoy on the tank is particularly 


important, as it ensures that he or she draws the majority of enemy attacks, 
and has sufficient HP to survive them. The spellcaster will make the damage 
dealer even more powerful by casting Berserk and Bravery. If your damage 
dealer is KO'd, your tank will immediately use a Phoenix Down to revive him 
or her; you will then need to “adjust” their HP to regain the desired effect. 
Later in the game, particularly once your damage dealer has HP in excess of 
2000, you can use Potions to perform “top-up” healing without going above 
the 20% limit, 


Even though this strategy tends-to be more effective later in the game, vou 
can adapt the Gambits in order to use jt at an earlier point. If you don't 
have Protectga and Hastega, use Protect and Haste instead; if you have vet 

to acquire Bubble or Bravery, remove the corresponding Gambit Slots. Also, 
remember that casting Berserk on the damage dealer is entirely optional: If 
vou skip that step, he or she will be able to occasionally contribute with, for 
‘example, healing Magicks. If you do use Berserk, vou could’choose to set 

a few support-based Gambits for your damage dealer to perform when the 
status effect ends. Note thatif your damage dealer does pot have the highest 
Attack Power rating (for instance, when he or she wields a ranged weapon), 
vourcan replace the “Ally: strongest weapon” target with a Gambit target that 
specifies tbat characters name. 


Tue “Fut HP TECHNIQUE”COMBINATION 


Tank leader) Damage Dealer 


Thís Gambit combination will draw enemy attacks to your tank,\leaving your 
damager dealer free to inflict 20% more damage while hìs or her HIP gauge is 
full. 'The spellcaster will restore the damage dealer’s HP as required. 


Most of the tips for the previous strategy apply here too 


9 Adapt these Gambits in accordance with the abilities your characters have. 
access lo. 


© Casting Berserk on the damage dealer is optional: if you choose not to do so, 


the damage dealer should assume responsibititv for certain support duties. 

9 If vour damage dealer doesn't have the highest Attack Power value, you can 
replace the “Ally: strongest weapon” target with one that corresponds with 
his or her name. 


You can adjust this strategy to work with spellcasters once they acquire the 
Serenity Licence, or if they equip the Magick Gloves Accessory, 


You can also add 
a further Gambit to 
cast Reflect on vour damage 

dealer to reduce the amount 

of HP lost through Magick attacks. 
However, this has a very obvious drawback: 
unless the caster has the Opal Ring Accessory, 
you wont be able to use Magicks to give your 
damage dealer positive status efects. 


Once you have the Spellbreaker and Last Stand 
Licences, vou could also adapt this technique to use it with 
a spellcaster. This is far more dangerous though, as Magick 
specialists tend to be much weaker. 


The “Full HP technique” combination: 

Less risky but also less effective than the previous strategy, this 
requires that vou have a tank, spellcaster and a damage dealer. The 
damage dealer should either have the Focus Licence, or equip the Blazer 
Gloves Accessory. It would also be helpful to give them the strongest available 
weapon, To enjoy the benefits of increased damage, simply ensure that vour 
damage dealer’s HP gauge is kept at maximum. 


Spellcaster 


Exploiting elemental weaknesses: 
There are several Gambit targets that you can obtain late in the game that enable 
vou towtomatically attack enemies with elements they are vulnerable to 


The most remarkable thing about these Gambits is that they automatically 
detect which elements monsters are weak against. It also works with weapons 
and items. If a damage dealer is equipped with Excalibur, you could use “Foe: 
holy-weak = Attack”; if you have appropriate attacking items available, vou 
could use a Gambit such as “Foe: dark-weak =» Dark Mote”. Its better to use 
Gambit targets of the “Foe: (element)-weak” type rather than “Foe: (element)- 
vulnerable”, as the later is much less discerning — it will simply tas 
that do not absorb the element, making it less effective as a gambit. 


et all foes 
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However, you should note that this can burn up MP at a ferocious rate. If you 
mbit slots, i's worth using Magicks that are designed to 
cure specifie ailments. For example: 


have sufficient G 


This will help you to vastly reduce the MP spent on curing ailments, If Gambit 
Slotsre in short supply, you can manually adjust a smaller selection of cures 
{0 suit the demands of your current arca. 5 


8 Asa rule, it's much better to instruct party members to cure their peers 
rather than heal themselves — obviously, if characters are afllicted by status 
ailments such as Stop, Silence or Disable, they won't be able to look after 
their own wellbeing, 


© The following Gambit can be very useful for Magick users: 


Silence is far ftom golden where spellcasters are concerned, so being able to 
remove the status ailment swiftly is extremely important 


8 Whenever pofsible, use positive status effects to negate the effects of status 
ailments, rather than simply removing them with Magicks such as Dispel 
or Esuna. Fór example, while you can use Dispel to remove Slow, is less 
expensive And more effective to use Haste instead. The same applies with 
Regen as’ cure for the Sap status ailment 


W's a good idea to set up a Gambit to automatically cast Dispel against more 
dangerous enemies, such as “Foe: HP >10,000 = Dispel”. Feel free to 
adjust the HP total to suit the relative strength of the enemies vou face. 


© 


Ws also sensible to create a Charge Gambit with most party members, but 
especially spellcasters and support characters, This ensures that they’ never 
run out of MP. You should choose a low percentage, as the Charge Technick 

is more likely to fail when a character's MP gauge is not empty. Depending on 
a player's role within the party, choose one of the following two Gambits 


® Protecting your spellcaster is important, as they are often vour party's 
primary healers, yet invariably have the lowest Defence rating. The following 
‘Gambits can help, 


BIT TIPS 
+ EN — & _ 1) Spellcasters can either take care of themselves by neutralising any foe that 
er setting up more than one healing Gambit — for example, you could attacks them: 
have one that restores a single party member’s HP after moderate damage, 
and another that becomes active and offers arca-effect healing when a party 
member is approaching the HP Critical status. For example: 


CL 2) Alternatively, the team leader (usually vour tank) can assist them. 


B When vou fight particularly noteworthy foes, such as bosses or powerful Rare 


Game, is often a good idea to set up Gambits that use healing items, As they p If you are exploring areas where vou regularly encounter multiple foes, it's 
require no charge time, they can help you to avert catastrophes, should the sensible to instruct vour party to dispatch the weakest enemies first — usually 
tide of a protracted bale suddenly turn against you. those with the lowest HP. 

® Once vou obtain the Esuna Magick, vou may be sorely tempted to create a, CEN 


single Gambit to cure all status aitments, such as 


CHARACTERS 


guests that can join your party for a predefined time, and even / 


\ 
Ne 


ee 
6) 
Dee 


op 


hj 


/ 
This cl Juces the main characters that you control throughout the // 
support characters who occasionally fight at vour side. With each one you en / 
will find some background information about who they are, their equipment / / ) 
and basie skills when you first meet them, as well as (where appropriate) ii had 
development of their attributes as they level up. 


 - 
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MAIN CHARACTERS=e 


Over the following pages the main characters are described in brief, with just enough 
information for you to understand who they are, or where they come from. You can 
therefore read cach one safely without fear of spoiling important plot developments 


Each character is introduced with details on how their attributes develop as their level 
increases. You can use this information to discover who is naturally gifted in which areas 
(Strength, Magick Power, Max HP, et al.) and decide which role each member shall play in 
vour party — and, therefore, which type of Licences your characters will need. 


In Final Fantasy XII, Magicks, Technicks, weapons and equipment are not exclusive to 
individual characters. In other words, the development of vour characters is primarily 
governed by the choices you make on each party member’s Licence Board, As Licence 
Boards are all identical in both layout and content (Espers and Quickenings aside), you 
could, in theory, make Basch your main spellcaster, or Ashe your primary melee fighter. 
However, you should be mindful of the fact that your team members do nnate 
strengths and weaknesses that are defined by their attributes, It's entirely your decision, but 
it would be a shame not to make the most of each character’s potential. 


This is the information covered by this chapter: 
© Level: The characters’ level when you take control of them. 


© LP: The amount of Licence Points available for you to spend on the Licence Board when 
the character first joins your party 


© Magicks/Technicks: The Magicks and/or Technicks the c 
they join your party 


aracters already know when 


©@ Items/Gil: The items or the amount of Gil a character brings to the party 
© Gambits: The default Gambits that a character can use. 


© Equipment: This details the weapons and protectives characters own when they join 
the party, as well as their effects (such as attribute bonuses and special properties). 
Some of these effects are not visible in the game. For example, “CT” is an abbreviation of 
arge Time, which governs a character's attack speed while using a weapon. For more 
information on this feature, refer to page 78. 


© Licences: The Licences characters already have, and the equipment they are able to use. 


© Attributes: These tables show each character’s attributes at specific levels, and how they 
grow. Attributes that only depend on equipment (such as Attack Power) are not included 
in this table. Note that the development of HP and MP is not entirely predetermined, and 
can vary slightly within a certain range of values. 


The figures specified apply to “naked” characters. Ifyour HP values don't seem to match 
the figures in a table, this is most likely due to the fact that your characters are wearing 
equipment with HP-enhancing effects. 


© Quickenings are unique to each character. However, they all function in the same 
way: they are physical attacks without elemental properties. There are three ranks of 
Quickenings, each with a specific power (level 1 = 90, level 2 = 140, level 3 = 230) 
Mist Charge consumption (between one and three), and LP cost (50). For more 
information, turn to page 52 in the Tactics chapter. 


© Experience Points: All characters require the same amount of EXP to gain levels. The 
‘table to the right of this text provides a useful overview of the EXP totals required to 
reach each level, up to the maximum 99. 


1,249,580 
1338271 
Lá3L529 
1,529,506 
1632355 
140233 
1853, 


" 
1971710 
2095,633 


2235232 


230076 
502135 
2,649,781 
2,803,790 
2,964,339 
3,131,609 
3,305,782 
3487,042 
Ei 
3871576 
4,075,232 
4,286,739 
EN 
4,734,04 
soms 
5,215,45 
5490 
5731834 
6,003,941 
6,285,540 


2539 


30,762 


199920 
23368 
48763 
06205 
305,798 
331657 
371861 
408,550 
447826 


48905 


657648 
6,878,093 
7,189,465 
1511218 
7843567 
8,186,7á1 
8540970 
8,906,486 
9283,525 
9672324 
10,073,124 
10,496,167 
10911697 
300% | 
nau 


534,60 
582344 
633,147 
687137 
74442 
805,19 
869517 
987554 
1009438 
1085309 
5.308 


2265697 


12,763,674 
1, 
1374112 
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REKS 


Reks is the first character. 
you control at the very. 
beginning of the game. 
1 at this 
Licences, 
Quickenings and Gambits. 


Magicks/Technicks 
Hems 8, Hi-Potion x5 
Gil 


Gambits ze party leaders target se 


Rek doesn't receive EXP until he fights alone against three Imperial Soldiers 
mear the end of his short episode. After that, vou are free to turn back, fight 
Some more soldiers and receive further EXP. However, as Reks’s stats and items 
are not carried over to Vaan, there really isn't any point in doing so. 


EQUIPMENT 


Name Elect 


ATTRIBUTES 


level MaxliP Max MP " we Vialiy Speed 


lee You meet Vaan after the 
episode with Reks. He lost 
his family during the war and 
is now living as a cutpurse in 
the Lowtown district of the 
Royal City of Rabanastre. Even 
Gambi den though life under the rule of 
the Empire isn't easy, the 17- 
vear-old boy looks to the future with an air of hope. He dreams of one day becoming 
a Sky Pirate, with his own airship to command 


we 


Magicks/Technicks 


Vaan is the only character you control inside towns. His Strength, Magick Power, 
Vitality and Speed attributes rise fairly quickly, and even his HP and MP develop 
well, In short, he is comfortable with both Magicks and Technicks, and is a rather 
formidable all-round fighter. 


Right from the start, Vaan can perform the Steal Technick, enabling him 
to pinch items from his opponents during battles. As Va 
travels alone during the early stages of the 
game, it's important for him to learn 
Cure to reduce his reliance on 
Potions. The basic Black 
Magicks can also be a 

useful addition to his 


repertoire, as is the 
Protect spell. Vaan's sole 
Gambit isn't available at 

the start of the adventure: 
it only appears once vou 
form your first party 


EQUIPMENT 


Elfect 
Mt Attack Power +13, Evade +5, CT 35, Multiple Hits 
el C Magick R xx HP +10 
Anmour L Clothing, Defence +10 
Kees 
Licences QUICKENINGS 
Name Permit use of 


Light Armour 1 e ng Rank 3 


er Cap, Leather CI 


BALTHIER 


Level 


Bakthier is exactly what 
Vaan longs to become: 

a Sky Pirate. This 
handsome man, 22 years 


Le wr 
Magicks/Technicks LA 


hems 
of age, roams the skies, 


of alice together with 
Gambis uy 5 his Viera part 

wah a gambler’s love for 
d for the rules, he considers himself to be a good 


Gil 


risketaking and a healthy disreg 
old-fashioned adventurer. 


He first joins Vaan in the Garamsythe Waterway after paying a visit to the Roval 


Palace of Rabanastre, and becomes a full party member shortly after the events 


in the The Sandsea, Rabanastre’s most famous tavern. Strangely enough, his 
default Gambit is to help any ally in need, While open to interpretation, this 
might suggest that he is rather less self-cemtred than he appears to be 


His Strength and Speed stats rise fairly quickly, so he can handle lots of different 
weapons with ease. His max HP is the lowest of the main male characters, 

but is still higher than any of the main female protagonists. He starts with the 
Licences for a handful of different Gun-type weapons, which have the advantage 
of inflicting damage irrespective of enemy Defence ratings. As his max MP and 
Magick Power remain low compared to those of other characters, it's 
inadvisable to make him a dedicated Magick user. 
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OWICKENINGS 


„FRAN 


Fran is Balthier’s “business partner”. Amongst other things, she handles the 
maintenance of their airship, the Strahl. Although her age is unknown, she 
belongs to the Viera, who are distinguished by (among other things) their 
remarkable longevity 


She first joins the party (together with Balthier) in the Garamsythe Waterway, 
and then again later on at The Sandsea. Fran's attributes are fairly average, and 
her max HP, Strength and Magick Power aren't very impressive. This is why its 
important to make it a priority to acquire Licences that raise her stats and/or 
learn at least two Quickenings to boost her max MP. Fortuitously, she is actually 
within easy reach of some 
Quickenings on the Licence 
D Board, In the later stages 
of her development, Fran's 


hems MP growth accelerates; at 
Gil x approximately level 50, she 
Gambits es tant ze Atack | Will catch up with Vaan in 
- À that area. 

EQUIPMENT: 

Category Elect 

hore k CT 36, Critical 

; ‘Onion Arrow k 
t adgear Max iP 
Armour Chromed Leathers _| Defence + iP +20 


is Killer, K 


ATTRIBUTES 


Max liP Max MP 
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„BASCH 


36-y 


cartold Basch was a captain in the Order of the Knights of Dalmasca, A 
veteran of many bartles, he was once considered & brave and valiant knight, until 
an inexplicable event led to him being branded a traitor to his country. However, 
there may be more to him than meets the eye 


Basch first joins the party as a guest character (see pages 68 and 201), and later 
becomes a permanent member once the Sword of the Order (obtained from Old 
Dalan) has been handed over to Azelas, 


as Vossler. 


As can be expected from a Knight, Basch is a formidable fighter. His max HP and n 
Strength stats rise faster than those of most characters. Equip him with armour 

with high Defence and Evade stats, and allow him to attack with weapons that 

are influenced by Strength, such as Swords, Spears or Poles. A suitably-attired 

and well-armed Basch can inflict devastating amounts of damage, but bear in 

mind that he is not an archetypal “tank”-style character - Vaan, with his higher 

Vitality and Speed stats, is better equipped to bear the brunt of enemy attacks. 

Even though Basch is best used as a melee fighter, note that it's 
equip him with healing Magicks for emergency situations. If necessary, feel 
free to have him learn 
Quickenings early on in 
order to give his max MP a 


Ivisable to nd 


LP ip 
Magicks/ significant boost, 
lems 


Gambi p 


EQUIPMENT 


Category Name Effect 


Wear Blade Aitach #5, CT 35, Multiple Hi 
Of-Hand 


Licences 


Libra 
Smallswords yer Blade 
Swords 1 Longsword 


ATTRIBUTES 


Darkness level MaxliP___M 


r Vil Speed 


The 19-year-old Princess 
Ashe is the only child of 
the late King Raminas 

and the sole heiress to 

the throne of Dalmasca. 
After the Empire invaded 
her home country, it was 
announced hat she took 
her own life. Thankfully, reports of her death were greatly exaggerated. Her goal 
is now to form a resistance that will be able to reclaimvhier country's sovereignty: 


two highest values +1 


ghest values -100 


U «0 Cun 
rest visible «e Attack 


Like Basch, Ashe first joins the party as a guest (see page 199). Later on, She 
becomes a full member of the crew after events aboard Dreadnought Leviathan, 
Her initial level depends on the two highest values of the other party members. Her 
max MP and Magick Power rise quickly, so she has the potential 1o become a great 
Magiek user, making Licences such as Serenity aad Channeling useful: Maces may 
be an interesting choice of weapon for her, as their effectiveness is governed bythe 
Magick Power attribute. However, as Ashe's max HP is initially low (when compared. 
to other characters), it might be safer to go with ranged weapons instead, since these. 
allow her to attack from a relatively safe distances 


EQUIPMENT WT he, eN 


Weapon, lor Attack Power + 19, Evade +5, CT 35, Multiple lis 5 


‚En de +6 î 


Helm 


Amour Defence +7, Strength +2 


horny Bgv: Libra 2 ke 


Licences 


Light Armour 1 | Leather Cap, Lea 
tystic Amour |__ | Cotton Cap, Magick Gurch, Coton Shirt, Light Woven Shirt 
Heasy Armour |__ | Teather Helm, Bronze Helm, Leather Amour, Bronze Armour 


Armour 2___ | Sallet, Iron Helm, Scale Amour, ron Amour 


Accessories 1 Orrachea A 


Bangle, Steel Gorgel 


ÄTTRIBUTES 


speed 


0 | rozor1sg | 89135 36 35 33 2% 
so | rss | 17-186 Ei 40 6 2 
so 47 á 40 2» 
@ s 0 43 30 
0 & @ J 3 
mi 6 6 53 34 
Pi 5 EF 5 36 


QUICKENINGS 
Rakt KEE 
Rank: OERR 


Ranks 
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rn 
16-year-old Penelo 
Tives in the Lowtown 
district of Rabanastre 
like Vaan, and. 
makes her living by 
Potion x2, Phoenix Down running errands for a 
100 respected merchant 
Ally: HP < 50% «e Cure called Migelo. This 
Foe targeting self =e Atack __|_cheerful girl acts as if 
she was Vaan's elder 
sister, always trying to keep him out of trouble. Despite her youth, she doesn't 
shy away from combat thanks to the tricks her brothers taught her. 


She is the first person to join Vaan in battle when he visits Gìza Plains in search 
of a Sunstone. After returning to Rabanastre, she leaves the party for a time, and 
eventually returns as the final permanent member of the group at a later point 
Lane ok Ineroeson | per max HP and Strength develop preuy poorly, but her other attributes are 
re, Blindna, Evanesoence above average. Her max MP increases so quickly that Ashe only catches up 
Mage Masher 8 Resplend at level 80. Among the weapon types suitable for her, Guns and M 
Wamo || Leather Cap, Leather Clothing especially relevant as the damage they deal doesn't depend on the wielder’s 
Strength. However, you will most likely want to employ Penelo as à Magick user, 


PATTRIBUTES and not as à pure fighter, so you could instead opt for other weapons — for 
Í Srcagh | MagckPower | Viakiy | Speed example, those that improve Magick-related abilities. 
IE 1 5 EN 
Ï » 7 > When Penelo joins the party for the second time, she should have a lot of LP 
IE» S 5 available. Have her acquire Licences that compensate for her weak constitution 
Bl amis | 95-10 ;, E 
B | nasi | 123-159 wo 38 29 EQUIPMENT 
® 57-3035 | 168-270 so 48 45 1 Weapon Dapger Attack Power +14, Evade +5, CT 25, Multiple Hits 7 
| 2943407 185-297 55 54 49 Off-Hand 
® 201-325 60 59 53 En Helm, Leather Cap ‚k Resist +4, Max HP +10 
n 212-341 65 6 5 35 Armour Leather Clothing Defence +4, Mz 
„ 217-346 7 69 60 6 Accessory 


“_— GLUIEST CHARACTERS 


Some characters will join your party for a limited time as “guests”. Their levels depend on the stats of 


vour characters. Generally speaking, the stronger vour party, the stronger your guest. 


Alhough guests fight alongside your characters, you will not be able to command them in battle They act 
as they please, or, to be more specific, hey act according to unalterable preset Gambits; their equipment 
is also fixed for the duration of their time with the party 


Guest characters earn a fair share of the experience points your pauty receives in battle. For example, ifvou 
defeat a foe worth 120 EXP with three active party members, each individual will receive one third of that 
amount: 40 EXP. However, with a guest in your ranks, he or she is considered to be a fourth team member; 
therefore, everybody will receive 30 EXP, or one fourth of the total points. As guests receive EXP but cannot geïn 
levels, this is something of a waste. Their presence can be beneficial while hunting powerful Marks, but less sor 
if you're planning to take a trip into the wilderness to gin levels by fighting monsters. 


A guest cannot be removed from the party. There may be times when vou find this rather frustrating” 
guest characters have a habit of automatically attacking monsters when you are trying to lie low, or 
luring additional foes into the fray in situations where you're already baring several assailänts. IF our 
guests disrupt your strategy in such a manner, you can take the extreme route oftemporarily killing them 
vourself, or the more diplomatic option of leaving them in a KO'd state should they fall during combat 

A KO'd guest can be revived in all the traditional ways but, until you do so, bear in mind that your active 
party members will receive more EXP (or, more precisely, the EXP they would receive without a guest) 


Whenever a guest starts to perform an undesirable action (such as attacking a monster), there is a less 
drastie way to stop them: simply hold down the Flee button to cancel it 


„AMALIA 


Amalia is a woman you meet in the Garamsythe Waterway. She seems to be an eminent member optie 
Resistance, and looks strikingly like someone you've seen before. She joins your party as « guest untik 
vou reach the sewer exit. In accordance with her Gambits, she attacks nearby enemies, heals ailing 
party members with Potions, and will revive KO'd characters with Phoenix Downs should the battle 
take a turn for the worse. For details on her attributes and equipment, please refer to page 71. 


„BASCH 


This fellow prisoner keeps you company during your escape from 
Nalbina Dungeons. He wields an Army Sword, which is not available 
as a regular weapon in the game. His only action is to attack enemies. 
He fights rather reckdessly, so his survival is dependant on your ability (or, indeed, willingness) to heal 
him regularly. He remains part of your team until you return to Rabanastre and will join your ranks as a 


permanent character a linde while later. To find out what his attributes and equipment are, see page 65, 
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ONT/LARSA 


[year-old boy tags along, 
pu frs make it Lo Bhuierba. gg 


el ofthe two hi Max MP Srren Viality — Speed 
ties you on your tour ye party As Lars, is 7 
Mines, during which s > , 
galls himself Lamont, Later in 
GIAMBITS ) Li 0 
discover that his real 


Larsa, He supports he 
ph altacking foes and healing 
in need with . 
nies your group for E 3 s-T0 45 
in Jaar until vou : is 183435 | 1852 7 9 


at Mt Bur-Omisace. 


BENT (LAMONT) 


Name Bfloct 


ENT (LARSA) 


Name 


VOSSLER 


ke Basch, Captain Vossler, also. 
own as Azelas, took part in the 
eeisive baule at Nalbina Fortress. 
pyears ago. The 38-vear-old 
er joins the party ont two. ze ng Ashe 
Bislons: on Dreadnought 
and during vour journey 
fthe Ogir-Yensa Sandsea. He 
Eeonsidered Basch his friend, 
no longer knowsif he can 
him. Vossler has spent the past 
rs protecting Princess Ashe, 
strives to do so. 


GAMBITS 


BUUPMENT (FiRST GUEST AFPEARANGEN 


Name Eflect 


NCT 
Cn 

[lie 

eer e 


EQUIPMENT (secOND GUEST APPEARANGE 


5 " y Pirate from Balfonheim 
vour party, plus Port is both a force to be reckoned 
with in battle and an accomplished 
negotiator. He joins your party after 
you visit him with the Treaty Blade. 


GAMBITS 


| oe fing + Tdlekines 


k He regular attacks as well as 
Foe: highest level Attack ‘Telekinesis against lying enemies. He 
Foe: nearest visible ep Attack is also able to counter enemy attacks, 
Foe near vile » Telekines and has the special ability to always 
strike the assailant he targets —no. 
matter how high their Evade stat is. 
EQUIPMENT 
Category me Elec 
apon Chirijiraden (Swoní wer +75, Evade +5, C liple Hits 15, 
Oftand | ninja knik Evade +25 
| ret Dra Magick Resist +35, Max HP +70, Strength +9 
Dru Defence +53, Max HP 100, Strength +2 
gcaesory | bale Hames Counter wen atacked, Streng +2 


ÄTTRIBUTES 


MasllP___MaxMP Streng __ Magick Power _ Vitality _ Speed 


so | 1689-1906 | 1260 Ni 39 8 0 

2436-2854 0 4 

3096-3,036 s 9 

3469-4075 |_ 19632 60 53 47 15 
so | 3901-4584 354 65 s8 46 
o_| 4490-5281 |_ 227-372 7 6 54 48 


99 | 51546069 | 235-478 5 6 5; 10 


Support characters fight for a very limited time alongside your part 


ike guests, they act on their own initiative and vou can't influence their 
Bebehamiour in bate, Furthermore they are affected by spells that work on every 
vglaracter within a certain range, such as Cura. 


guests, however, they do not appear in the Party Menu. Even if your party 
they will continue fighting. Moreover, it's not possible to revive them when 

UE Blectively, they are treated as autonomous individuals who do not belong 
four team. Even though they never gain levels, regardless of the number of 
BeSthey dispatch, your party receives no EXP. LP nor loot when they defeat a foe. 


Bries of priority for the Gambits used by support characters work in a 
ps the main difference concerns their frequency of use. In the tables 


Target Info — MaxHiP__ Max MP Strengih 


Atack Power _ Defence _ Magick Re 


pport character 
fet alongside Vaan and his ‘companions in the Garamsythe Waterway 


nst Imperial soldiers. 


Info MaxHiP__MaxMP__ Streng Magick Power 


Defence __ Magick Resist___Fvade Magic Fade 
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„> SUPPORT CHARACTERS =- 


featured over the following pages, the Gambits are appended by a letter: (A), 
(B) or (C). (A) means they are used very often, (B) occasionally, and (C) 
rarely. 


The details revealed by the Target Info box are not the same for all support 
characters. The tables in this section also relate if you can obtain information on 
their basic stats. “Yes” means that you can always see the complete information, 
“Libra” means you can see the complete information only with this status effect 
active, and “No” means you cannot see the information, no matter what vou do. 


DALMASCAN SOLDIERS 


These soldiers fight alongside Reks and Baschrat Nalbina Fortress. Their 
attributes and behaviour can vary slightly 


ÄTTRIBUTES 


Level — Weak Target Info Max IP Max MP Srengih 


Magiek Power 


170/160/ 180 


k Power Defence _Magick R Evade _ Magick Evade 


(A) Ally: HP < 50% se P 
(A) Foe: nea 


EQUIPMENT 


| weapon ny Sword 


Of-Hand 


_LARSA 


The boy formerly known as Lamont joit 


vour party for a third and final time 
a support character, offering assistance during one battle on Sky Fortress 
amut. 


ATTRIBUTES 


Target Info Maxi Max MP Strength 


Atsck Power __ Defence __ Magick Resist__ Evade__ Magick Fvade 


word 


Escuicheon 


57 n 36 32 Kal 21 10 
GAMBITS 
(A) Self: HP < 20% ze XP 
(A) Ally: HP < 50% «e X-Potion 
(B) Ally any Pr 


EQUIPMENT 


Weapon 


| 
| Off-Hand 


GABRANTH 


Gabranth acts as support character during a battle on Sky Fortress Bahamut. 


ATTRIBUTES 


Vitali Speed _ AnackPower Defence _Magick Resist__ Evade 


nearest vile =e Nack 


EQUIPMENT 


at 


Of-Hand 


BANSAT 


If you accept the commission to hunt the Gil Snapper (see page 
292 for further details), Bansat will assist you on Giza Plains 
backing your party up with healing items and support spells. His 
unarmed attacks can cause the status effect Immobilisc 


level Weak Targetinfo  MaxiiP MaxMP Streng 


Vitale Speed _ Amack Power _ Defence Resist__ Fvade 


GAMBITS 


U) Self: HP < 40% 1 


Monid fights at vour side during the Trickster and Belito hunts ( 
ehas diferent attributes on each occasion: level 43 against Tric 
Wel 16 against Belito. His behaviour is also slightly different on each of these 
MN&easlons, as he will only use Curaja at level 46 


sat 1 < 4 X-ration 
Ws Pret 
POB) status = sap > Regen 
(Al HP < SON «& Curaja 


Fee nearest visible => Ram 


Salikawood (se 
enjoys several positive status effects (Protect, Reg 
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Kin lends a hand to help vou defeat the Mark known as Carrot in the eu 
age 317). Her support spells are very helpful. She herself 

1, Haste and Shell) and is, 

acters, immune to most ailments. 


like most support c 


ATTRIBUTES 
" TEE Magick P 
8 No 4721 keel 38 30 a 
_él 30 6 2 5 0 
GAMBITS 
| Sel HP <2 =p Xian Ì he 
0) All: any => Protect [ 
|E) All any => Stell | 5 
(B) Allan 0 Hast 
(© All: Aly strongsst 
NGF nearest visible «& Lunge 
UD) Foe nearest visible =& Jump. 
ed caaau 
eef ANS 
Shorbos ed wa 
Onion Arras. 8 
eg) vien FIAEN 
ef serres 
WAYFARER „INSECURE SEEQ 


ers Wayfarer will help you defeat the Mark known as Vyraal ín the Gerobi 
(see page 307 for further details), casting healing spells as well as 
support Magicks. 


Target Info Max<HP Max MP Magick Power 


se X-Folion 
set HP < 
WBA anr > Protect 


50% «0 Curaga 


Shortbou 


| onion Arruas 


Wi Insecure Seeq will accompany you during your hunt forte Overlord (see 

page 317 for details). Due to his low Defence value, he will receive a lot of 5 
You can tryto heal him whenever necessary if you wish. but you could * 
also just ignore him! 


ATTRIBUTES 
Max MP 


GAMBITS 
CA) self HP < HON wp Curaga 


(B) Foe: nearest visible «ep Lung 


(C) Foer nearest visible => leave 


(A) Foe: nearest visible se Attack 


EQUIPMENT 
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| Of-Htand — | 


„WAR-CHIEF SUPINELU „RABANASTRE WATCH 


War-chief Supinelu assists you in your hunt for the Catoblepas (see page 309{or__ This character has a 40% chance of appearing whên you enter Yardang 
details). He takes éare of his own safety with Curaja and Protect, but his ow Defence __ Labyrinth at Dal stersand, or Galtea Downs at Dalmasca Westersand. 


value means (a you will need to support him — for example, by atracting the If present, he usually walks around in the general vicinity of your characters. 
attention of your foe by using Decoy Magick on one of your characters 
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EN % 35 | Waler | Libra 220-228 | 140-143 14 | 45 | 


45 Vuightning) vs 


GAMBITS GAMBITS 
CA Self HP <0 Cura | a self HP < So Potion | 
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| B) Foe: nearest visible «e Lunge (A) Self: HP < 60% «@ Protect | 


(C) Foe: nearest visible «e Smite of Rage (A) All: any <> Protect 


Foe: nearest visible «eee Break (B) Foe: nearest visible „> Ram 


(B) Foe neares visible > Laumge 
(B) Foe neat visible «Jump | 


| Up Foe: nearest visible =e Aack 


EQUIPMENT EQUIPMENT 
Weapon Unarmed | wapen Vspear Ì 
| Off-Hand — | (Hand - | 


„BANGAA HUNTER „GARIF HUNTER 


Like the Rabanastre Watch, the Bangaa Hunter has a 40% chance of appearing, There is a 40% chance that the Garif Hunter will appear, 
when you enter the Gizas South Bank zone of Giza Plains. He roams around and Pla nd a 30% chance that you will later encount 
attacks monsters that cross his path. after you talk to the 


ATTRIBUTES ÄTTRIBUTES 


[4 | |__lbra 30-238 | 140-143 | 13-14 45 


GAMBITS 
(A) Ally: HP < 50% we Potion 


(A) Self: HP < 40% «e Curaga 
(A self. HP < 40% Cure 
self.HP <60 


(A) All: any =p Protect | 


(A) Self: HP < 60% p Protect 


rotect 


| (A) Foe charging Magick => Silence 


(B) Foe: nearest visible «> Provoke 


|) Foe: nearest visible «> Ram (B) Foe neanst visie < Lung 
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(C) Foer nearest visible => Smit of Rage 


(B) Foe: nearest visible =p Lunge 
| (B) Foe: nearest visible we Jump 


(A) Foe: nearest visible se Attack 


(A) Foe: nearest visible se Attack. 


EQUIPMENT 


we 
OfF-ftand | Onion Shot | ofrsand 


Unarmed 


(GARIF WARRIOR 


This warrior is none other than War-chief Supinelu, training on Ozmone Plain. As 


Weak _ Targetinfo _ MaxHP _ MaxMP Su 


Speed — Attack efence _ Magick Resist__Fvade 
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_SEEQ FISHER 


\Fhere is a 40% chance that the Seeq Fisher will appear at Phon Coast. As soon 
as a monster attacks him, he runs away. This is his only course of action: he 
never attacks nor heals himself. 


MaxHiP Max MP 


Speed Nack 
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INVENTORY=- 


ús chapter lists every single item and ability that your party can acquire in 
Fantasy XII. From weapons to consumable items, Accessories to Loot, 
you'll find all your potential item-related questions answered in a series of 
‘comprehensively detailed tables — including secret information that you cannot 
find while playing the game. 
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le information on the hundreds of potential assailants you can encounter during your 


Eh Ivalice, 'To enable you to find the enemies you are looking for wi e 


Il prospective foes are 


presented in the order in which they appear in the Bestiary section of the Clan Primer menu. 
Important note: the very end of this chapter lists certain bosses that do not appear in your in-game Bestiary 


If you'd like to avoid spoilers at all costs, we advise that you bear this in mind before referring to pages 170 to 171 
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HEN number 


The number assigned 10 the foe at the in-game Bestiary screen. When there are 
variants of a particular enemy type that don't have separate entries in the Clan 
Primer, a letter is added to the number to help you to differentiate between each 
sub-genus — for example, “003-A: Wolf” and “003-B: Alpha Wolf”. In the Clan 
Primer, you'll only find “003: Wolf”. 


Enemies are also listed under the headings used in the Clan Primer. Often is the 
name of an area, such as The Dalmasca Sands or Giza Plains. However, there are 
other categories such as Bosses, Marks and Rare Game. You'll only meet these 
foes on special occasions (see “Location/Zone/Condition”). 


EA name 


The name of the enemy. During battles, you can see this name in the Target Info 
window, as well as in the target menu. 


EE cenuwaassiication 

Genus tels you which family a foe belongs to, such as Beast, Undead or Elemental. 
Gasification is a subgroup within the family IF you defeat more than one enemy of. 
the same Classification in row you" create a Bare Chain (see page 37). 


4 | Attack Type 

The colour of this box reveals the behaviour of a foe. Orange means that it will attack 
your party on its own initiative (“hostile”); green means that it will only attack afier 
being attacked (or otherwise provoked) by one of your characters (“neutral”) 


con means that the foe is airborne, and cannot be harmed by regular 


melee attacks and many Technicks. See page 22 for details 


6 | Strong Element 
When monsters launch attacks that correspond with their strong element, the 
e is increased by 50%, 


an launch a combo attack — tat is, a single attack that consists of 
more than one individual blow. The first number is the maximum number of 
possible attacks in one combo, and the second reveals the probability (expressed 
as percentage) that à monster will perform a combo instead of a normal attack. 


EO vocationvzone/Condition 

These cells help you to locate every foe. When a creature can be found in different 
places, letters (A, B.) enable you to identify what is characteristics are in each 
one of tem. There are sometimes very specific conditions tat have to be fulfilled 
before an enemy will reveal itself, such as defeating a specific number of other 

ng for a certain amount of time. For example: 
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imens of monster Y% 
S stored when you save your progress. Each ime you load. 
game, you'll have to start the process all over again. 


EE augmentsammune/Status 
You'll genuinely benefit from studying your foes” special characteristics. Some 
may benefit from special Augments that, for example, enable them to Jaunch 
stronger attacks when their HP is low. Many assailants you encountef may 

be immune to certain status effects, such as Silence or Sleep. Others may 
sometimes (but not always) enter battles with positive status effects, such as 
Haste or Protect. With this knowledge at your fingertips, you Can plan your 
battle strategy accordingly — and, of course, avoid unpleasant surprises… 
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ecial elemental affnities of each enemy. There are eight elemen 
each one being the opposite of another: 
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Use this knowledge to your advantage during battles by employing, 
Magicks or weapons to exploit weaknesses, or by avoiding, the use of les 
effective weapons or Magicks. As well as the standard “neutral” 
can have one of four special reactions to each element: 


Lu B 
normal damage. 
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The enemy is resistant to the element. Atcks of this element inflict only half 


‘The enemy is immune to the element. Attacks of this element inflict no damage at 


las 


The enemy 


EA prop 

Defeated enemies often drop Loot or tems of varying quality and value (for more. 
ari, pieces of equipment are writen in red in all monster boxes). The likelihood. 
of these spoils appearing is indicated by the cell they appear in. Essential, the 
further to the right they are in the monster box, the more infrequenty the monster will 


bsorbs the element, which will restore its HP. 


The arrow above the “Drop” line bele Nd of each 


here's 425% to 40% chance that the foe will drop this item. 
are: There's a 3% to 12% chance that the foe will drop this item. 
py Rare: There's a 1% to 5% chance that the foe will drop this item. 
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(see page 88), here is a probability (expressed as 
5 drop the item specified. 
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a “very common” item (cell to the left), 

a “common” item (cell in the middle), 
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of obtaining higher quality items by 
the probability changes to 80% for very 


the same attributes as your characters: Level, HP, 
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In addition to their individual repertoires of Magicks and physical attacks, the 
enemies you will encounter in Ivalice also possess powerful Augments. Some | 
Augments are active throughout a battle; others are temporary, or are activated ‚— 
when specific conditions are met (such as an enemy reaching the HP Critical 


ns ef INTROBOCTION 

status). As they can have a profound influence on the potential difficulty of a Ì 

battle, especially against the most dangerous Marks, Rare Game and bosses, we | Lu 

aA k IN 

reveal which Augments every enemy can call upon in this chapter. The following 

table explains the function of each Augment. Pu 
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not only contains a full step-by-step guide to completing Final 

|, but also features comprehensive information on its many side- 
quests, secrets and hidden rewards, It has been designed to be used by players 
of all abilities, and has a unique “three tier” system that will enable you to 
choose the level of assistance you require: from simple, spoiler-free prompts 
(the “Runthrough” that appears at the start of each section) to detailed 
guidance (the main walkthrough), with optional side-quests, features and tips 
‘appearing in separate box-outs. 


Due to the sheer volume of information this chapter contains, we strongly 
recommend that you peruse the following “Using the Walkthrough” section 


before you read any further. 


USING THE WALKTHROU 


Final Fantasy U is a complex, feature-packed adventure, but we've aken every ___ section These hase been designed to fier is onhe 


step to ensure that the Walkthrough chapter is extremely easy to use. However, 
we advise that you read the following series of short explanations before you 
begin your journey. ER 


This chapter has been carefully crafted to enable readers of all abilities to 
choose the level of assistance they require, 


© sou wold prefero ist the game quchd wit minimum of gudane or 
potential polers, the “Rämthroughr” bles a 


@ section neadtines 


The Walkthrough is divided into manageable bite-sized pieces, each corresponding 


to a location in the game. Every section begins with a headline and suggests 
recommended average level for your party at that point in the adventure, 


© maps and Legends 

Every time you visit a new location during the normal course of the adventure, 
the Walkthrough provides a complete annotated map. These maps are naturally 
the same as those that appear in the game, but they feature a greater wealth of 
information. 


® Zone names: Each area map consists of several smaller “zones”. You 
can see these when you press to access the Location Map screen. 
Throughout this guide, each zone map is given a number (for example, 
“2-2”, or “23-4”) as an aid to easy reference. For more on this, consult the 
World Map that follows this introduction. 


® Zone links: Green arrows show the connections between zones. When an 
arrow points to a number, it means that it is linked to that particular zone, 
which may appear in a different area. 


® Ifyou would like to follow our expert guidance. 


the main adventure. 


en 


ek 


Conditions: Certain areas can only be accessed once specific conditions 
dicated by the appearance of a green square 
containing a number. Read the corresponding note at the bottom of the map. 


have been met, Thi 


to learn what these requirements are. 


Icons: Shops, Save Crystals, interactive 
objects, treasure chests and other 
points of interest are represented by 
icons on the guide maps. To know 
their meaning, you can either refer to 
the nearby map legend or study the 
following table to learn the purpose 

of common symbols. Note that when 
an icon appears several times on one 
map, each symbol is accompanied with 
a number to aid easy identification. 


al 


con 
Sue Crysal, 
Gat Coal 

Map im or Candle ms 


Strahl boarding point 
‘Chocobo Stable 


Wespawng veur oetan 
‘Single-we treasure container 
Tp E 
Interen Ge eranple a sa) 
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EN 
the contents will difer. Note that certain cell are highlighted to hep you find | 
notable treasures: red for equipment, blue for Gambits. 
@ Runthrough Tables & Mini-Maps | 
certain items are sold are specified ìn each instance. Every time you reach a new section in the Walkthrough, you will encounter a Runthrough + wurrsows 
table and a Mini-Map. Runthrough tables detail the actions you need to complete in 
ation-on-notable characteristics of equipment order (0 s in the main adventure, and do not include optional tasks. Mini- 
or weapons and armour éasier, and to prevent constant Maps indie outeyou should follow to complete the requirements listed in the mand 
flicking between other sections af the guide, The effë (hroügh tables. A lener is assigned to every entry in each Runthrough table. These 
) items is generally more obvious. If you'd like to’ the Mini-Maps, and show you where to perform the speafied acties. | 
voll wat to finish the game quickly, Runthrough tables and Mini-Maps provide 
pimum of information designed solely to help you to advance through 
Storyline. You can therefore jump directly from one Runthrough to the 
ext, avoiding potential spoilers. Should you become stuck, you can refer to the | 
corresponding letered paragraph in the Walkthrough text. | 
@ waiktnrough Text 
The Walkthrough text explains everything you'll need to do in order to complete _ | 
the main storyline, with the letters that appear at the start of each section 
corresponding with those used in the Runthrough tables and on Mini-Maps, 
In essence, each Walkthrough section is a detailed guide to accomplishing the 
rn tasks that appear in the Runthrough tables. 
hen Note that any item name writen in red in the Walkthrough text is an object hat you 
idd ‘will receive during the course of the adventure if you follow all instructions. 
‘Time Magiek 
nd en eb @ rnemy Tables Û 
idd a Another useful feature that appears with each location map is the enemy table. LTN 
‘This lists all potential adversaries that you can encounter in that location, 
lreasure Tables " 
ch location map also features a table that reveals the possible contents of treasure __@ Number (No.): The identifying number used in the Bestiary chapter. 3 
ners. These tell you everything that you need to know about each one. 
© Name: You can learn the names of enemies you encounter by referring to the 
jre Data: Later in your adventure, you can acquire an Accessory — the ‘Target Info display, or the target list that appears when you launch an attack. 
nd Armlet — that changes the items you can acquire from treasure vr en 
ners. The following information applies irrespective of whether you have ® Location: Where you can meet each creature, Some foes only appear when u 
ie equipped or not. certain conditions are met, so don't be surprised if vou can't find them on n 
your first visit. To find detailed information for each monster, refer to their 
ber (No): To find a particular treasure container on the map, simply ‘entry in the Bestiary chapter. 
h for the icon with the same number. Blue treasure chest icons will 
pear once opened; orange ones can only be opened once. To make this o Tip Paragraphs 
perfecily clear, the numbers of the latter type of one-shot treasure containers _ Countess “optional” paragraphs punctuate the Walkthrough text, ofering ips on 
are highlighted in orange whenever they appear in the tables. local monsters, puzzles, noteworthy levelling-up spots, and much more. While vou | 
don't actually need to read these if you're content to make your way through the main 
p; The zone that a treasure container appears in. storyline only, some provide important information that, for example, enables you to 
obtain notable treasures and equipment. These particular boxes are always positioned 
earance Probability (App.): Reveals the likelihood that a treasure before the appropriate letered Walkthrough section to offer prior warning. 
container will appear. If it isn't there (or, with respawning containers, if you 
rt find the reward that you were seeking), you can move three zones @ siae-Quest Boxes | 
py and then return to try again. Final Fantasy XIT's side-quests are all introduced and explained during the course | wr 
of the main Walkthrough. They appear in distinct boxes with blue backgrounds 
‘Contents: Most chests contain Gil or an item. These two columns express and numbered headlines, Note that some side-quests cannot be finished 
your chance of finding either as a percentage. immediately, and may be divided into numerous sections that must be completed 
at different times. The “Hunt” mission, for example, lasts for practically the entire ” 
il / Diamond Armlet Equipped: The “Diamond Armlet Equipped” game, and is labelled as “Side-Quest 2”. Whenever a side-quest can be resumed, 
ading only applies if you are currently using that Accessory. At all other times, _you'l find guidance at the most appropriate point in the Walkthrough chapter. wi 
to the “Normal” category. 
® screenshots and Diagrams > 
Gil: Relates the maximum monetary reward you can gain if the treasure is Gil. __ Screenshots and diagrams are used to illustrate specific tips or instructions. 
offered during the Walkthrough, and can be located by using the handy “(Fig, #)” 
If Item: Reveals the items you can find in the container, with the probability __ reference numbers. r 
‘shown in the heading. ws Crve 
© ran system u 
mmarise, treasure containers are governed by a number of preset ‘The tab system that appears throughout the Walkthrough chapter follows the 3 
babilities: the chance that the container will appear (“App.” column), the route taken through the main adventure. This tool is especially useful if you are Nt 
ance that they will contain either Gil or an item (“Contents” column), and, fan __ searching for a specific area map, information on treasure containers, or a list of E 
biet is inside, which one will be obtained; if the Diamond Armlet is equipped, monsters that populate a particular location. Le 
IS 
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WORLD MAP OF IVALICE == 


There ar@ 45. main locations in Ivalice, each of which is marked on this World Map. To aid easy 
reference, each major area has been assigned a single number, with second digit used to identify 
individual zones. For example, the number assigned to Lowtown is “2; therefore, Lowtown's North 
Sprawl zone is “2-1”, and the South Sprawl zone is “2-2”. If you encounter « location number (for 
example, “3-2°), and need to identify the area it represents, simply refer to the following table. You 


can then use the tab system to flick immediately to the appropriate area map 
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RECOMMENDED LEVEL 


EV 3 


[0 MBA = 
KEN oper oermens 
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TREASURE 


Treasure Data Normal Diasvoad Armee Fauippet 


5 Mas a Mas 
No. Map App. GI lem GI A eG 90n 


RuNTHROUGH Ì 


EA Follow Basch's instructions: use the right analog stick to look 
around; tilt the left analog stick to walk, and push it further 
to run; talk to the Dalmascan 


B Approach and open the iron gate; open the Battle Menu and 
fight your first Imperial Soldier 


B Defeat the boss 


B Make your way to the Lower Apartments 


B Learn the wisdom of a quick getaway from Basch 


B proceed 10 the Upper Apartments 
B Learn about using Save Crystals 


B Climb the stairs and battle three Imperial Soldiers; 
open the passage door 


ED walk along the passage until the cutscene begins 
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= 4 
After your rude awakening in a pile of rubble, you must waste no. 
lime in geting your bearings and learning the basics of movement and combat 
lckily, Basch is on hand to get vou started with a few simple instructions. 
Blou should first try moving the right analog stick to get a good look at your 
Surroundings (Fig. 1). Next, tilt the left analog stick to walk towards Basch 
push it further to run. He will then tell you about the “smiley face” Talk Icon 
Babove his head. When you see a character sporting one of these, it means that 
grou can talk to them. The icon is always the same, so don't make the mistake 
hiking that everyone you talk to is happy! Now go over and talk to the 
nding by the gate. 


Next Basch will tell you about Action Icons. When vou see the 

ve “1!” marker, it means that you can interact with an object, such 

or door, by pressing ®. Now open the iron gate and go through. There's 

for a brief tutorial from Basch about the Party Menu (which you can open 

pressing @), before you're rudely interrupted by an Imperial Swordsman 
® or B vo open the Battle Menu, and select Attack to launch vour first 


having to re-enter the command. Don't worry about being tossed into 
Blray so soon: your compatriots will quickly run to vour aid. 


Follow your allies to continue. Before you get 4 chance to pat yourself 
lon the back for defeating your first soldier, you will come face to face with your 
boss. It's time to put Basch's lessons into practice. 


Wfbis boss won't causc 


ww have 1 

Wick command or Thunder Magick CF enemy will almost certainly use 

Bled Rernora Strike, but don't feel too threatened by this. Even though it might se 
ingerous at this early stage of the gam x alise that you p 
ery quickly, leaving yo 


BOSS: AIR CUTTER REMORA 


pech al at 


PANAL FARTASLID 


Try using the right analog stick 
to adjust the viewing angle. 


Once the boss beats a hasty retreat, more Imperial Soldiers will run 
wards you. Fight them off and go up the steps to the Lower Apartments where 
asch will instruct you in how to use the Location Map (press GELEED to open 
This very useful navigational tool shows you each zone in an area, exits 
mnd entrances between zones, important and relevant places (such as shops 
fand residences), and, on some occasions, your next destination. Use the 
irecional pad to switch between different areas, and press ® to bring up 
list of useful places in a selected area. If you select one of the locations on 
he list, such as a shop, the corresponding icon will flash on the map. If you 
feheck the Location Map now, you will see that your ultimate destination is 


& 


clearly marked with a circled red cross. To find out more about the Location 
Map, please turn to page 8. 


You can also keep track of your current location by viewing the Minimap, 
which is always situated in the top right-hand corner of the in-game screen 
On the Minimap, a red arrow points in the direction in which you are facing, 
and a green cone shows the direction of the camera. Party members appear 
on the Minimap as blue dots, enemies as red dots, and other characters that 
vou can talk to as green dots. To learn more about the Minimap, please turn 
to page 7 


ri 
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Battle Chains 

‘When you vanquish two enemies of the same type consecutively, vou will notice 
that, after defeating the second assailant, the message “2-Chain” will app 
the lower right-hand corner of the screen. As you dispatch additional enemies of 


the same type in an uninterrupted sequence, this number will increase. This is 
known as « “Battle Chain”. Battle Chains are a great way to gain resources such 


as Gil, Loot, Accessories, wea 


pons and armour 


If you defeat a sufficient number of enemies of the same classification in a row, the 
Chain Level will increase; am onscreen message will appear when this happens 
There are four Chain Levels in total. The higher the Chain Level is, the greater the 
chance that foes will drop am item, thatthe spoils of each battle wil be dropped. 
in more generous quantities, and tat the items gained will be of superior quality 
Furthermore, picking up items left behind by enemies at higher Chain Levels can 
reap instant additional rewards such as a 10% HP or MP boost, or status effects 
like Protect or Shell, benefiting either the party leader or all active party membes 


“Nonnen” 


The main advantage of stringing lengthy chains together is to obtain high-quality 
Loot sell in shops, which is by far the most lucrative source of income you'I 


find in the world of lvalice. Additionally, some foes carry very valuable pieces of 


Vrt 


equipment, which you can sometimes obtain long before they become available in 
shops. Building chains fs a fantastic way to drastically increase your party's potential 
especially ifyou can find a location where you can build a long chain with monsters 
that carry particularly desirable treasures. 


Du 
where you can build lengthy and profita 


ing the Walkthrough, wel be pointing out numerous chaining “hotspots”, 
le Bate Chains. You can learn much 
ion that b 


more about this topic by reading the sec is on page 37. 


À Continue north until Basch pauses to teach vou the wisdom of retreat. 
A veteran (and for that, read: survivor) of many battles, he informs you that it's 
both practical and sensible to flee if the situation demands it. These are, quite 
literally, words to live by. Winning as many battles as possible will certainly make: 
vou stronger through the acquisition of LP and EXP, but it makes sense to avoid: 
confrontations in which you have little chance of victory 


IE il ES 
| Keep going north, defeating as many Imperial Swordsmen as you can. 
This is all good combat practice in a relatively safe environment. Climb the 


staircase to reach the Upper Apartments. 


—- < 


When vou reach the first landing, Basch will explain the use of Save 


Crystals — see page 18 10 learn more about these. To summarise, touching 4 
erystal enables you to completely (and immediately) restore HP and MP, revive 


KO'd characters, and remove negative status effects from all active and reserve 
members of your party. As a fringe benefit, you can also save your game! Take the 
opportunity to record your progress so far, then make your way up the stairs. 


NN < 


Continue up two more flights of stairs. When you reach the top, a 


cutscene will begin. Afterwards, Basch will run on ahead, and you will be left 
to fight three Imperial Soldiers on your own. Don't panic: just deal with them 
one at a time. IF you find yourself in trouble you can use a Potion, but as your 

enemies are in truth rather weak, vou should defeat them with ease. When they 


fall, open the Passage Door at the end of the Highhall corridor. 


& 


Follow the corridor and go through the open door; as you move forward, 


vou wil trigger a dramatic cutscene. This ends the short introductory chapter 


largeting system (press left or right on the directional p: 
jn (EB). No matter which method you u: 


Forewarned is, after all, forearmed! 


Strategic options 


FINAL FANTAST II 


find vourself in a bate that you clearly cannot win, retreating may be your only 
viable option; on other occasions, it can be used to break through enemy lines 
if you specifically want to avoid combat. When you flee, your companions will 
Always keep track of your enemies. Most players will prefer to simply use instantly stop their current action and follow you, making it much easier to eel ur 
(he right analog joystick, while some will instead (or also) use the game's quickly reach a specific location. Be warned though: fleeing doesn’ necessarily 
and lock-on guarantee that your party will proceed unmolested to your safe haven of choice. 
's wise to follow the Aggressive and, even worse, fast-moving enemies may tenaciously follow your ad 
ement of your enemies in order to study their behaviour as the battle retreat all the way to a zone's exit, striking out at party members within reach 
In fact, in particularly dangerous regions, it's not uncommon for vour party 
members to be KO'd whilst fleeing, Many enemies will give up the chase after a. 
don't forget that the information window in the upper-left short distance, but be careful that you're not running blindly from, figuratively 
of the screen provides details pertinent to each battle; which monster speaking, the frying pan into the Firaga attack of an even more dangerous foe, 
g which attack, who steals what, and so forth. Knowing exactly or into an explosive trap. If in doubt, it's sensible to plan the route your retreat 
is occurring at any given moment on the battlefield is one of the keys to will follow before you enter bate. 
® Whenever the monsters you encounter in a new location seem too difficult 
B Open the Battle Menu whenever you need some time to think or to study your to handle, don't hesitate to take the time to level up a little bit, ideally staying 
As long as you are playing in Wait mode (see page 14 for close to a Save Crystal so that you can heal the whole party instantly. By 
details), time will stop whenever you open this menu. This will enable you to defeating foes, your characters will obtain EXP, and eventually gain levels 
carefully consider your options before committing to a plan of attack. a very easy way to receive attribute bonuses and thus to build your 
team’s potency. As an additional bonus, you can also sell the Loot you acquire 
eretion being the better part of valour, fleeing (hold @Z) is often a and spend the proceeds on improved equipment. Please turn to page 35 to 
exercise if you wish your party to live to fight another day. If you learn more about levelling up in Final Fantasy XIL 
Í 
Í 
==GARAMSYTHE = | 
RECOMMENDED LEVEL: LV 1 
Í 
| Men RUNTHROUGH 2 
EI pefeat three Dire Rats 
ENEMIES 
ame pcation 
Die Rat 6 
erde land Carma 
A : 
From Vaan's starting ion, attack the first Dire Rat, which should be directly in front of you. The second and third are close by, Ä 
so use your Minimap to track their movements. You can also open the Battle Menu and select Attack. If your quarry ìs nearby, their name 
will appear in the menu and you can lock on to them. These pests are a lot smaller and a lot less intelligent than Imperial Soldiers, so you 
shouldn't have any problems dispatching them. Just make sure you follow them if they start running away: you can easily hit them in the back 
when they flee. It may not be very gentlemanly… but they are rats, after all, and probably aren’ too familiar with Queensbury rules. 
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[s) CLAN PROVISONER 


B visit Migelo at his shop 


B Go to the Sandsea bar in the north-east ri-Fotion 210 
‘corner of town and talk to Kytes; learn E (ham Rare Rear Guard and igher 
about hunting and Licences from Toma; Gall Greens | 108 


pr Bubble 


Rank: Paragon of ice and higher 


receive the Clan Primer and the Writ of mare vega ad higher D Warp Mote 00 ne n 
ons Rank gh Guarda and ige de - 
Carear Hood _ | 30000 | val +2, Spel +50 


B Go to the Fast Gate and head for the 


Dalmasca Estersand anak Figi de Rond and higher | 


Koot of Rust 6 


Dark Matter 2 


u 
nj 
gam nack Power +15, Erde , go | tick Power +30 Fade +8 : zoo | Mack ner +53, Erde 45 
Wize 200 | Magiek Power +4 Pameongie | $200 | lement Fie 
00 | tick ner «1 rate 
sop | ik Poser +0, rade +6 tad Bow _ | 520 | Anse Power 451 
Magik Power +1 MP +5 
y om War Hammer 5200 | Attack Power +65, fvade +6 
Aitack Pom Iron Hammer 00} Attack Power +53, Evade +6 
Grosbon | samo | aac Power +46, Fade 5 
ai soo| nac Power 6,5 Bronze ace | 3000 | arch Power +0 Erde 
- tact Power 18 rade +6 
ord 00 _| Alack Pom +19, Brade « pun zong | Atack Power +41, Evade +5 Healing Rod 000} Magick Power +2. MP + 
EK = sos Onhit:sap On bi Regen 
On hit Silence Partisan 3500 | Attack Power +42, Evade +5 Betelgeuse 5400 | Attack Power +22, Evade +10 
Ster Bow 1000 | Atack Power +22 Main Gauche 3,500 | Atack Power +38, Evade +34 Kogarasumaru 5600 | Anack Power +58, Evude +5 
Iran Sword 1200 | Atack Power Bane Bamboo 3200 | Aitack Power +39, Evade +25 Attack Power +51, Evade +20 
ni eis SO | giement: Dark 
Oak Stall 40 | Anak Power +18, Bende +5, Kates 300 | Anack Power +50, Evade +5 + 
Nack Power +2 = nn en tach Power +42, rade 4 
ogen 3800 | Atack Power +40, Evade +5 wad 500 | Element: Water 
Jane 1,400 | Attack Power «30, Evade +8 je hu 
4000 | pack Power +18, Erde +10 tac Power +5, Fade 8 
E | Ack fower +25, Brad +5 Somsper | sam Hi, 
pmm) Dag: ve On hit: KO fi 4200 | Attack Power +45 Blesment: Lightning 
1300 Batse | 4200 | Anack Power +59, tvade TEE 
Aere Levitan raid Atack Power + 10, Evade +25 
r = Sepenutad | 2100 | Mag Per +2 MP +1 mesa | ss | Aacttore 5 
Messier 1,500 | Atsck Power +2 Hlenent: ke On hit Shell 
Delle | 170 | AnckPomer en | EE Demanbane | Goan | amc over +59, Brad +5 
Auch Power +2 ; REEK ARES kb GlantSonehoe | 6on0 | nzc Power +57 
Gems | 0 | Mage enptane | 400 | Arschfo î 
cht Heli On bit Slow Stater | 6000 | ach Power +71, Eve +6 
One | 400 | amck Power +54 Frade +5 7 mk PeierSL Devi 
aa gc | Atack Power 45, Erade « Ls 
ed 300 | Mock Pooer 36, Bende 8 Element: Wind Magoroku 6600 | atack Power +62, Bvade +5 
_ Ka At Poen Bee Muk Stick 4300 | Attack Power +45, Evade +25 Paramina Crossbow | 6600 | Anack Power + 52, Evade +5 
Ack Per 3, rade +5 , 
Cugper | 2200 | Mdk rme in uch Power 5 rde +25 Mack Pon HR Pride 
Dn hit: Sap k On hit: Protect aia Rod 3300 | Magick Power +2, MP +16 
‘Oopres Po zooo | ack Per 35 Beale +5 Bui 4100 | Atack Power +36, Evade +4 emt En, 
eme Far Zogp | Asc Poner +65, rade +5 
tach Pomer +3, Era + letra 0 
ar 1200 | a Power 24 Erde +4 Famesat | 20 | Mager romr st Element le 
—_ Auack Power +35, Erae +5 Fiedel damage +5 Rs getu | zon | asc oer +26, trad «10 
x Oni per ck Power +33, Drad +8 Dn zooo | Atak mer +56, rade +20 
EES Semsar | 2400 | Mage Power +4 dassen | zooo | Actor 
nl Liha mental daag 
tach mer +38, ade 6 a 
Atack Power +33, Evade «8. Golden staff 3500 | epic Power 36 Sd 


laogben 3000 | Aack Power +39 
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> © PANAMIS's PROTECTIVES 


Name 


0_| Defenoe 10 Nagick Power 5 
zaan | mg Reis 9, Seng <3 
1400 | fence +11, Streng 3 


a 

5 giek Reist +21 
Mastin | 2500 |D awe 5 0 
2500 Fame x 
20 ps 


Leather Cap 100_| magick Ress +4, HP +10 


ether Gothing | Defence +4, HP +10 


Magiek Ress +, 


ld Magiek Power +2 


Burgonat__ | 400 [ager segt 


Deens +, Magik Power +1 


eenae +2, Seg 5 
Sleen | 400 | ib 


| rade -e16 


Magiek Resi #5, HP «20 Defenr +10, UP +100 


Windeaker | 1000 


anas eesti | 2500 
Chromedleathers | 200 | Defenoe +5, HP +20 ee en WSC 
nn - Magiek Rest 12, Magik | Magiek 
TE Wrzatstat | 1000 Magich Ress «20. HP +170 
Magiek Curch | 200 MePa DS LOE Poersd Headhand | 320 | sengh +2 
Defence +12, 


Defenag +20, HP +190, 
| Streng +2 


ade 


geren Sart ene +5, Mak Power + Re) 
learn Trage +5 Seng 2 
Leaterhmmour | 500 | Dkne Seng + 


Eseutcheon | rede +6 


Magik Power «4, MP +5 Jitsu Gi 320 
1900 | Magiek Resist +1, Seng +4 
1000 | neden +15, Streng +4 


100 | pvade là 


5 Defeat +21, Magiek Poser 7 
vidi so 


Pirie von0 | sag est 24 iP +0 


Enchantersitatst | 3200 


| Magic Resist +6, IP +50 1400 


leatherBreasplare | 300 | Defence 46, HP + 


| magick Ress «14, HP «10 


vang ca 
Heat | 1 [mede 14 2 | ac 


Immune Water element 


eer as 5 
Puirtytar |} 300 Mug Resi +15, 4 geh Rest +, 
rn tl Se ET lambentHa | 1400 | agih Power +4, Speed +5 VOO Magik Power +6, MP +20 
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Following Vaan’s conversation with Penelo, you will be given a brief 

that shows you how to use the World Map. To view it, press ® wo 

access the Party Menu, then select World Map. If vou want to know more about 

specific location on the map, press ® to reveal a list of available areas. You 

Sean then press ® again to view a Location Map of the selected area. This is the 
map you will be shown when you press € in that location. 


+ 
Use the Location Map to find Migelo's shop: it's marked with a 


red cross inside a red circle. When you approach the shop, « cutscene will 
omatically begin. 


Afier talking to the flustered Migelo, it's your mission to lend a helping useful information — will be added to the Party Menu. Tomaj will then give you 
Iving at least one of his many problems. Head to the Sandsea, atavern__an Orrachea Armlet and guide you through an interactive tutorial on the subject 
the north-east corner of town: it's clearly marked on the Location Map for of Licences. At the end of this you will have obtained the Accessories 1 Licence 


you. When vou enter, you'll witness a conversation between Vaan, Kytes and (Fig. 1D), and the Licences option will be added to the Party Menu (turn to pages 
Toma. During the scene, Tomaj will tell you all you need to know about hunting _12 and 42 to learn more). Tomaj will then hand you a Writ of Transit, which 
‘for Marks. Select “Yeah, that would help” to hear more about the fascinating, enables you to leave the city via the East Gate. Once the tutorial has finished, you | 


lomato-faced Mark. He'1l then instruct you in the ways of the Mark Headhunter __ will be prompted to equip the Orrachea Armlet. To do so, select Equip from the 
(see “Side-Quest 1” box-out) and give you a Clan Primer. At this point, the Clan Party Menu and scroll down to the Ac ry slot. 
‘Primer —a journal that keeps track of all your hunts and provides lots more 
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KD | If you like, you can take time to explore Rabanastre. You probably 


won't have much money, but there's no harm in doing a liule window shopping 
and familiarising yourself with the layout of the city. You can also have a lot of 

fun talking to the local population, some of whom may have useful tips for you. 
When you're ready to go Rogue Tomato hunting, head for the south-east corner 
of the city and leave via the Eastgate area. 


Just for fun! 

If you've left Rabanastre and have decided that you'd like to 

do a linde more exploring in the city before heading into the 
desert, you'll find the gate is already locked and that you can't 
get back in. However, if you talk to the Queue Watch Imperial 

at the end of either queue, he will ask you if you are “Lookin” to 
get inside?” If you tell him that you are, he will step away and let 
vou take his place. Wait for a few moments, move up the queue, and 
you will eventually be let back inside the city. If you keep going back and forth, 
the Imperials will become suspicious when they notice that Vaan isn't actually 
carrying any goods… 


A quick delivery? 
On your way to the East Gate, you might like to help out the D 
Bangaa who is arguing with an Imperial on the north-east side: 
Plaza. Talk to him and he”Il ask you to take something to his fri 
in the Eastgate area. Well, you're going there anyway, so why no 
he will give you 4 Small Package. You can then give the package} 

Merchant when you leave the cin All you” get for your troubles n 
and a brief lecture on the importance of healing yourself during battle —as. 


vou didn't know that already! If you feel like making a lie extra cash, however, 


vou can instead pay a visit to the nearest shop and sell the parcel for 150 Gil, 


even though the Desert Merchant specifically asked you not to. The choice is up 


to you and your conscience! 


SIDE-QUEST 1: CLAN CENTURIO 


Once you have received the Clan Primer from Toma. you can visie the Clan 
Hall in the North End area of Rabanastre. The Clan Hall wont show up on 
the Location Map uncil after you've visie ie for the first rime. This is because 
finding the Clan Hall is one of the tests of membership, Is located just north 
of Muthru Bazaar. Outside you'l see a green sign; examine it and you’ 
encounter the message: “22? (You're not sure whar this sign is for). Talk vo the 
Conspieuous Bangaa lurking ourside che door and ask him co ler you in. Once 
inside, you’ find a wonderful secrer sociery: Clan Centurio. If you join che 
clan you’ kiek off a massively rewarding chain of evenes and side-queses that 


will last unil very lace ín che game. To get the ball rolling, go up the stairs and 
valk to the dapper Moogle who is standing on the balcony railing, surveying his 
domain. This is Monblanc, che esteemed founder and leader of Clan Centurio. 


Moncblane informs you thar che Clan Shop in Muthru Bazaar is now open for 


business. Inically you can only buy Potions there, but later on you'll be able to 
buy some very rare goods; che quality of the items on offer depends on your 
Clan Rank. Talk to Moncblanc again to receive 3 Potions as a gif for joining 
Clan Centurio. He'l reward you every time you atraïn a new Clan Rank. Your 


Clan Rank and Clan Points total are shown in che bottom righr-hand corner 


of the Clan Primer screen, and also ar che bottom right-hand corner ofthe 
Save Screen. To rise through the ranks, you must earn Clan Poincs by defeating 
Marks and regular monsters. I's a good idea to visit Montblanc often, especially 
after you reach a new Clan Rank, as he will usually reward you for your efforts 
He will also occasionally award you wich additional prizes to acknowledge other 
milestones you pass, such as defearing specific bosses and acquiring a cerrain 
number of Esper Licences. 


You can also ger exclusive hunt assignments from Montblanc which will noe 
be available on the regular Noriceboards. Furthermore, if you talk to the other 
members of Clan Centurio inside the hall particularly Ma'kenroh, you will 
receive useful tips on where to find the Mark you're huneing, and sometimes 
how to bear it. You'll also find chat che higher your rank, the more respect 

the members of the Clan will show you. They're inicially pretty dismissive of 
your hunting skills so dont calk eo them if you're easily offended! Decailed 
information on Clan Centurio starts on page 326 of the Eutras chapter 
including derails of all rewards. Tips on individual hunts and casks associated 
with Clan Centurio can also be found in this Walkthrough. 
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RUNTHROUGH 4 


B Head north-east, fighting monsters as you go 


D Defeat the Rogue Tomato, which is bouncing up and down next to a 
tree with pink blossom 


B After the cutscene, make vour way back to Rabanastre 
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Head north, If you feel like getting a little combat training under your 
belt, there are several Wolves prowling this area, They inflict very lite damage, 
and you can normally defeat them in no more than three hits, Even if you don’t 
feel that you need any practice, its actually a very good idea to clear them out of 
the way here, as otherwise they may interfere during your bate with the Mark. 


After brushing up on your battle skills, wen vour attention to the pink-leaved 
tree on the rocky outcrop in the centre of your current region — it's known as 
the Stepping. You should have no problem at all in spotting the bouncing red 
figure next to it; it's also denoted by a large red dot with an orange centre on the 
Minimap. Your quarry clearly doesn't know the meaning of stealth — a mistake it 
won't live to regret, 
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THE HUNT FOR THE ROGUE TOMATO (RED & ROTTEN IN THE DESERT) 


Slaying this prancing Mark couldn't be easier. 
keep bashing away with vour sword until it leaps 
er the clifT. Follow it down to continue the battle. 
en the creature only has 40% of its HP remaining, it 
luse its Flame Breath attack (Fig, 1). This is more 
erful than its other attacks, so make sure you heal 
If prior to that point if need be. Once you defeat 
Mark, the message “Rogue Tomato Vanquished” 
illappear. You will then obtain a Handful of Galbana 
Don't forget to go back to Tomaj in the Sandsea 
ge the gates are reopened to report your success: 
reward vou with a bounty of 300 Gil, 2 Potions, and 
T Stone. Incidentally, at least one other hunt 
this time for Thextera, and possibly the Flowering 
as well) will be posted on the Noticeboard after 
[ave defeated the Rogue Tomato, but we suggest that you w y 
point in the game before you resume your hunt for Marks. See page 192 to 
Burn more about the next hunt. 


Pettloner: Toma (Rabanastre, map 1-11 The Sudsea) 


SIDE-QUEST 2: THE HUNT 


Head back towards Rabanastre. Feel free to battle more creatures on 

way, but make sure you avoid tough targets — in particular, the Wild Saurian 
d in this area is far too tough for you to handle at your current level. At this 
in vour adventure you're very weak, and have no support to call on. 


instance they include the gentle Cactites that 
ound or dozing in the sun, and the Wild 
Saurian roaming further into the area. Such monsters are generally no threat 
lo vou unless you attack them first, with some notable exceptions: namely 
‘lementals, which can go from indifferent to murderously hostile in an 

instant if vou start casting any kind of Magick in their vicinity. Fortunately, you 
have no reason to encounter one of these just vet. Note that using the Steal 
Command is also viewed as an act of aggression by “neutral” monsters — 
unless, that is, they are asleep at the time. 


@ Ifyou're wondering whether or not to attack a particular enemy, it's always a 
good idea to activate the Libra status effect on one of your active characters. 
This enables you to find out much more detailed information on most targets, 
ij ‚such as current and maximum HP, their level, and any weaknesses they may 

have. Libra has another very important role to play: using it reveals hidden 
traps. Because vou can easily stumble on traps at the most inopportune 
moments (such as when you've just beaten a boss after 4 protracted batde and 
are desperate to find a Save Crystal), it's a good idea to have Libra permanently 
activated. You can achieve this by either equipping one of your active party 
members with a Bangle Accessory (it won't work if the Accessory is equipped 
‚on one of the reserve party members), or having one of your active characters 
regularly use the Libra Technick. Don't forget that, unlike an Accessory effect, 
the Libra Technick only lasts for a certain amount of time, Pay attention to the 
Libra icon above vour character's head and reactivate it whenever it wears off. 
Later in the adventure, you can assign this task to an automatic Gambit. 


® Even if you don’t have Libra equipped, vou can roughly gauge whether or 
not you are ready to take on a particular foe by looking at the colour of their 
name in the information window. A blue name denotes an enemy that you 
can easily defeat; a yellow name indicates that a foe will be more difficult to 
vanquish, but is still within your capabilities; a red name signals that a target 
is far too tough for you at the present time, and you should leave well alone! 


F 


The hune for the Rogue Tomato that Tomij informs you about is the starting 
poine for this huge side-quest, which lasts for most of the game. Funnily 
‘enough, the hunt for che Rogue Tomato is not in iself a side-quest as you 
have ro underrake it in order to progress in the adventure (hence the fact chat 
ie appears in the normal walktbrough text). However, it funcrions in exactly 
the same way as all che ocher Hunts thar you will encounter later 


Check the Noriceboard inside The Sandsea to learn abour available hunes. 
Later, as you visit new towns, you'll find Noriceboards in other hostelries or 
shops, or on display in à public area. Note thar che same Marks appear on all 
Noriceboards,irrespective of your current location. The poine at which a bil 
appears depends on where you are ín the game, and also on your current Clan 
Rank (see page 186 co learn more abour Clan Ranks). When you see a bill 
marked “Available on che Noticeboard, select i ro read che details, including ies 
Rank (estimaced difficulry of the crearure) and Periioner (the person who posted 
the bill) As excited as you may be abour your new cask, you carí just run off and 
find the Mark You muse rst go and ralk co the bil poster and agree to undertake 
the hun. The whereabouts of the Pericioner who posted the bill will be revealed 
on che Locarion Map when you agree to meer wich chem. When you calk to 
them, you will be given the option to Accept or Decline che hunt. If you choose 
to accept, the Peririoner will cel you more abour the locarion of che Mark. You 
don't have to seek our che Mark then and there: you can always do ie ater. 


Ar fiese the Marks are very easy to locate, buc as you progress chrough the 
game you'll realise chae there are various condirions char need co be fulfilled 
in order to find the more dangerous ones. Once you have located and 
defeared your prey, retuen to the Peritioner to receive a bounty: Sometimes, 
you may even kick off anocher side-quest simply by reporring the completion 
of a hunr to a bill poster. Useful information on the topic of past and present 
hunts is featured in the Huncs section of your trusty Clan Primer. For the 
purposes of this Walkthrough, derails on each hunt will appear ar the point 
thar we think you are best equipped to defeat the Mark in question, rather 
than when the specific hunt becomes available. A comprehensive cable in the 
Extras chapter offers details on all hunes, including the point in time when 


each Peritioner makes their commission available. 


With the exception of the first Rogue Tomato hunt, all of che ocher hunts are 
optional, bur there are many good reasons to fully participate in this lengchy 
ea bouncy 


side-quest. One of che main advan: is char you will rec 


when you report your victory to the Peticioner; you can also earn lacs of 
Licence Points. In far, if you find char you're struggling in the first few hours 
of the game, iës a good idea to seek our all che Marks you can co give your 
Licence Points cally à sizeable boost and co obrain valuable rewards, To read 
extensive derails on this side-quest, turn to page 327 of the Extras chapter. 
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—LOWTOWN=- 


RECOMMENDED LEVEL: LV | 


RuUNTHROUGH 5 


ED Talk to Kytes, who is standing near Rabanastre’s locked Fast Gate 
B Take the steps in the north-east corner of North End to reach Lowtown 
B Talk to Dalan in his house in South Sprawl 


B Go to Southgate and exit to Giza Plains 
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Talk to Kytes, who is standing near the locked East Gate, to trigger a 


long cutscene. 


Palace. 
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Di} Your next destination is Giza Plains, so head right after leaving Dalan's 


House to reach Southgate, where you'll encounter your first Gate Crystal. You can 
talk to the Imperial standing guard over it to learn about its powers. These orange 


crystals differ from blue Save Crystals as they allow you not only to save your game, 8) murrmee 
4 _ butt teleport to any other Gate Crystal you've previously visited — provided that 
In order to find a way of sneaking into the Palace, Penelo recommends__ you have a Teleport Stone. Head through the open gate to reach Giza Plains 
hat you talk to Old Dalan who lives in Lowtown, First you need to find the stairs - 
“that lead to Lowtown. You’! see that they're clearly marked on the Location Lodiac Spear-Related Urn (1) 
Map; they're also right in front of you once the cutscene ends. See that innocent Treasure Urn directly opposite Dalan's residence 
(paragraph €)? Feel free to open it if you like, but i you want to have any 
chance of getting your hands on the mighty Zodiac Spear much later in the rn 
& game, yoù should leave this container well alone. This is the first of four such 
Head south through North S uth Sprawd, where you'll __ Treasure Urns that you must NOT open if you want to obtain the most powerful 
ffind Dalan's House. Talk to the old man and he'll suggest a way to sneak into the weapon in Final Fantasy XII, We'll alert you to the others in the Walkthrough 
when you reach the relevant point in the game. 
GIZA PLAINS== 
RECOMMENDED LEVEL: LV 3 
RUNTHROUGH 6 
EN Head south across the plains and enter the Nomad Village; talk to 
Masyua underneath the Dark Crystal and choose to listen to her offer 
B Once Penelo joins, exit the village and learn about issuing commands 
to your party and about using Gambits. 
B Head south, fighting as vou go, until you reach Starfall Field, then go 
east and enter the Crystal Glade 
EN Talk to Jinn, near to the Save Crystal; tell him what you are doing 
there; receive the Shadestone | 
B Hold the Shadestone up to each of the Shining Dark Crystals that Jinn Í 
has marked on your Map to gradually fill the Energy gauge; three Í 
erystals should be sufficient to turn the Shadestone into 4 Sunstone; 
once vou're done, go back to Rabanastre 
ed ap d Gr Pais Tie Dr an a 
= 4 
Ì Head south from Rabanastre along Throne Road, towards the Nomad __ your travels. I's usually a good idea to avail yourself of their wares if you can 
Nillage, which is marked on the Location Map. afford it. Still, vou can't stand there chatting to Moogles all day: you've gotajob | 
to do, so go and talk to the Nomad who is standing next to the Dark Crystal just_ | 
er entering the Nomad Village, the first inhabitant you will see is a past Nutsy (Fig. 1). This is Masyua, the very woman that you're looking for. Tell 
rlographers" Guild Moogle, Nutsy, who will sell you a Map of Giza Plains for ___ her that you want to hear her offer and she'Il ask you to find Jinn, a lost child 
30 Gil. You will find lots of Nutsy’s Guild colleagues selling maps throughout who has been seen wandering to the south of the village. 
ke 
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ENEMIES 


No. Name Location 
os Hyena. Eversen 
os „lpha Hyena Er 
010A Hippy Bunny EEREEET) 


| EN oz kepuir 
Ë Wildsnake 


de cba te De Sad 


Weresolf 
oi Uri bt 
Slaven 


Er Nazar 
LEGEND 
wie 


Curograpber ooge 
Dark psa. 


SIDE-QUEST 2: 
THE HUNT FOR THEXTERA (WOLF IN THE WASTE) 


You dorst have to look very far to locate the Peririoner for this hune: is Gatsly, who is siting on the floor zo 
the righr of che Noriceboard in che Sandsea. He can be found there immediately after you defear che Rogue 
Tomato. However, is best to wait until now, when you have Penelo at your side, vò have a betrer chance of 
vicrory. The Mark is located in che Dalmasca Westersand, due souch of Rabanastres West Gare. This is a 
much tougher barrle chan che previous Mark, mainly because Thextera is supported by several Wolves. Take 


care of them first, then concentrate on the Mark. Wich Penelo by your side, it should take no time ar allo 
knock Thextera's HP down to below 50%, ar which point he will summon a Wolf. Dispacch chis minion before 
finishing off your main prey. Return to Gatsly to receive a bounty of 500 Gila Headguard and a Teleport 
Stone. Garsly will also urge you to stop by his stall in Muthru Bazaar, where he will reward you by making an 


F iceras 


‘kem available in che Bazaar section of all shops: a Forgotren Grimoire, which improves che qualiey 
left behind by certain monster types. Unfortunacely che book is very expensive ar 18,000 Gil, and its benefits 


are not really worth such a large investment ar this early scage ofthe game. 
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le 
Z. 
TREASURE CHESTS 
apen - + | 
: ns Gross the wooden bridge and make your way to the south of Toam | 
el 8 85 ee sr Hills, taking on as many creatures as you can manage on the way to acquire LP__ | 
Map op. oo y à if 
T_Poien hont she and EXP. Enter Starfall Field, then go east to reach the C | 
55 Potion Knot of Rust Ether eff WALETHROOGH 
aan Tam [55 | Poten Krat fust | Eher 
mjam) ss | paar ' Koot Rust | Fer 
sj 30 | 55 | Poten | Amidoe_|_1 | Koot Fast |_i-Paten You'll find Jinn siting beneath a Dark Crystal, next to a Save Crystal —_ 
Pae ate 0 aft, Pee Talk to him, and when prompted explain why you're there. He Il give you 4 
ton 1 BeDegs 1250 hitofiae | eter | Shadestone, which needs to be turned into a Sunstone. You must now locate up 
Patan _|_ Ber Kratos | Peten to four shining Dark Crystals situated on the plains. Jinn has marked them on 
Lane ade HER your Location Map with “1” symbols, and you can also spot them shimmering 
350 EE clearly in the distance if you look around. linken 
Potioa Ether 50000 | Knot of Rust Ether _ 
Pora [ arke | 50 Kootol Rus | H-Paton 
Paton | Anidte | 300 | Kootol ut |_ her 
Foton IS Bher | 300 | Kavafis | Piher à + 
zen se rat Bie Approach the first shining Dark Crystal and hold the Shadestone up 
zion atol Rust | Bher en 5 7 
NETTEN when prompted (Fig. 2). The Energy gauge in the top right-hand corner of 
Potion Potion__| 1,200 | Knotof Rust |_-Potson the screen will increase. Repeat the same procedure with the remaining Dark 
gen Aten, ED Crystals. You could be lucky and only have to find three erystals in total, or 
Ptoa_| Poten | 190 | Knotofut | _ er you may need to find a fourth one to top up the gauge. You'll know that you've 
Reltag | Relf | 10 |Kotofkee| Hn © collected enough energy when the gauge fils up completely and the Shadestone 
eo Peeter pie | _ becomes a Sunstone. You will then automatically return to Jinn and accompany 
Pain Bebrgs | 20 | Kotte Eur _ him back to the Nomad Village, where Masyua will reward you with 50 Gil, 
: Der 20 df al He hin 2 Potions and 2 Teleport Stones. You can then head back to Rabanastre. Before 
pon | Palon atol Rust | Eher k 
EE Wen haar Trac _ vou do so, you might like to undertake à hunt side-quest while you have Penelo 
Potion Poon __{ 300 | Knotol Rust to support you (see Side-Quest 2: The Hunt for Thextera). 


Atack Power +15. Brad +5 


tach Power +14 Eve «5 


OmhesAemlet | 250 | HP 


Eupen 


+ 


Mier your chat with Masyua, Penelo will turn up and join the party. 

pel free to talk to the Nomad Youth, Camina, to learn that Jinn was last seen 
inthe Crystal Glade. Take the west exit from the village. Penelo will give you 
HPotions and two Tufts of Phoenix Down. She” also tell you about travelling as 
party and issuing commands to your party members, and give you a very brief 
‘prerview of the Gambit system. Basically, Gambits are instructions that vou can 

set which determine the behaviour of your party members. To learn all about 
‘Gambits, see pages 52 to 57. After Penelo's tutorial, you'!l be able to change 

party leaders (press the directional pad up or down when the Baule Menu is not 
open), and the Gambits option will be added to the Battle Menu. 


Giza Fauna Á 

© You'll come across plenty of interesting flora and falina ke 
desert plains. Some are docile, such as the cute and fluffy Giza 

are more predatory, such as the Hyenas. Now would be úme 

wo a little combat practice, as Hyenas have very low attack power and. 
can be defeated extremely easily. It may be tempting tosimply run all the 
‘way to your destination, but you'll find it much easier to progress through 
the later stages of the game if vou adopt the habit of leveling up every once 
in a while. You’! often find that the area that you must traverse to reach a 
particular dungeon is designed specifically to prepare vou for the monsters 
‘and challenges that you'll face at your destination. Therefore, it's always « 
good idea to fight your way across an area, rather than running through 
and avoiding all combat. Of course, it depends on your preferred style of 
gameplay. Some players might opt to dash to their next destination without 
stopping, save their game, and then return to level up at leisure once they've 
discovered what sort of trials and tribulations they'll need to tackle in a 
certain dungeon. 


®@ Take care if you encounter any Urstrixe 
more powerful than most of the enemies you’ have encountered so far. If 
two or three of them surround you, you're in trouble. They often use Protect 
to increase their physical resistance, and their Slap attack can be extremely 
damaging. It's best to pick off one individuals, but be warned: their allies. 
will be quick wo join the fray if they spot one of their own in trouble. If you 
encounter a Slaven here, rest assured that while they look very imposing, 
they're actually rather slow and shouldn't be too much trouble to take down 
You may also espy a pair of Werewolves, but you should do your utmost to 
avoid them if possible. They have a very high Defence rating, and can take 
out a character with one blow if you're not careful. Remember Basch's wise 
counsel: you really don’t have to fight every battle. 


s on the way to find Jinn, as they are 
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PEN 


( 
“—RABANASTRE B 
RECOMMENDED LEVEL: LV 3 
RuUNTHROUGH 7 


EA Return to Dalan’s House and give him the Sunstone; receive the 
Crescent Stone 


E Head for Storehouse 5 and talk to Kytes; enter the Garamsythe 
Waterway 


A) Return to Dalan's House via Southgate. Penelo will leave the party 


before you get a chance to talk to the old man, so you're back to fighting solo 
again. Show the stone to Dalan and he'll cut it into a Crescent Stone. You can 
now use this to sneak into the Palace. 


Mter watching the cutscene, head for Storehouse 5 in the North 
Sprawl, where you'll meet up with Kytes. He'll give you some useful presents, 
namely 2 Potions and 4 Phials of Eye Drops. Go through the gate he opens for 
vou to enter the sewers, but make sure you're suitably prepared before you 
venture into the bowels of the city It's tough down there, and is probably your 
sternest test to date. Conveniently, there's a Travelling Merchant close to the 
entrance, should you need to stock up on Potions and Antidotes, The latter will 
prove useful in boss battle that awaits you 


—GARAMSYTHE =- 
WATERWAY 


Dd RECOMMENDED LEVEL: LV 4 


RUNTHROUGH 8 


ED Make your way to the North Spur Sluiceway via the Northern 
Sluiceway 


E Find the flight of st 
choose to climb the s 


that leads to the Palace; when prompted, 


ENEMIES 


Northern Sluiceway 


Central Spur Stairs 


Ah, what a delight it is to be back in the rat-infested sewers once ag: 
And that's not al: your furry friends have been joined by some much more 
vggressive and dangerous cohorts. There's a Save Crystal at the very start. 
use of it, as it will be a while before vou see daylight Feel free to take 
dvantage of its healing powers to fight nearby foes and come bac 
necessary to restore your HP. This is actually a very convenient way to gain a 
lide experience without taking any real risks. 


lake 


as often as 


When you're ready to move on, make your way north to the North Spur 
Niceway via the Northern Sluiceway 


Head west and you'1l eventually come to the flight of stairs that leads 
to the Royal Palace. When prompted, choose to climb the stairs to trigger a 
cuiscene. 


Sewers Fauna 
BE The Dire Rats may be relatively easy to dispatch on their own, but if vou get 
(türnered in a narrow tunnel by a pack of two or three, they can do a lot of 
ge. Choose your battles wisely — there's-no Penelo to watch your back 
; You'llalso meet the flapping menace that is the Steeling for the first time. 
Nhey're very persistent, and will fly after you even if you flee. Don't take one on 
fvou've got a pack of Dire Rats gnawing away at your heels (Fig, 1) 


ED Enter the cellars 


B When you reach the far end of the cellars, approach the guard at the 
bottom of the stairs; talk to the nearby Palace Servant; call the guard 
over, then run upstairs behind his back 


B Enter the Lower Halls and make your way round, avoiding the guards; 
use the Crescent Stone on the Lion Signet to reveal the Secret Passage; 
enter the Secret Passage in the north-west corner of the room 


B press the switch at the end of the corridor; examine the 
“Suspicious-looking Wall” 


B Make your escape via the Garden Stai 


4 


Examine the nearby ornate green urn to receive the Map of the Royal 
Palace of Rabanastre, then go through the doors to reach the Cellars. Talk to 
the Pal: rvant standing near the door: He will tell you that you should 

Band wait over by the stairs if you are there to help out at the fete. Make your way 
Io the far end of the Cellars. While you're there, you may glean clues about the 
puzzle upstairs by talking to some of the Palace Servants. 


lodiac Spear-related urn (2) 
your way to the far end of the Cellars (paragraph A), feel free to check the 
ms for Treasure, but be sure not to open the urn in the south-east corner if 
Bou want to receive the Zodiac Spear later in the game. This is the second of the 
bur urns that you must NOT open. 
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LEGEND 


1: nel 


| KR 


rg een 


B When you reach the far end, watch the scene with the Imperia 


make it clear that they don’t intend to let any of the “below-stairs”" riff-raff mix 
with the dignitaries upstairs. Approach the Imperial at the bottom of the stairs, 
and hel tell you to wait for his orders. Once you do, a nearby servant will 
observe your conversation with the guard. Go and talk to him to learn about his 
plan. Call the Imperial over by pressing ®. When your portly friend gives you 
the signal, wait until the Imperial is close to your newfound pal before dashing, 
upstairs behind his back (Fig. 1), or run right under the Imperial’s nose before 
he reaches the servant and go around him. Don't worry if he sees you: he'll only 
repeat his instruction to wait for his orders, which means that you get to go 
back and try it all over again. 


KIC Go through the doors to the Lower Halls. Somewhere within these 


opulent surroundings you will find the Signet that Dalan was talking about, I's 
now time for a game of cat and mouse with the Imperials. Don't worry if you get 
caught, as you'll simply have to start all over again; you won't get thrown into 
the Nalbina Dungeons or anything scary like that! The basic concept is to lure 
the Imperials away from their current positions so that you can sneak past. The 
following diagram shows which route you should take. 


Go forward at the first junction, just past the Hawk Signet tile set in the floor, 
and press ®) wo shout out and make the guards run after you. Turn around 


erv de reen Same the La Sit 


TREASURE CHESTS 


Treasure Data 
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and run back down the corridor and turn south, then east, around the corner. 
Nou can see on your Minimap when the guards (represented by green dots) 

Mop chasing vou. Head east to the end of the corridor. There will be a guard 
almost facing you in the corridor opposite, but don't worry about him — he's 
not close enough to see you, Head all the way to the north, and turn west down 
the corridor. Stop halfway and call out to the guard at the other end so that he 
runs after you. Run back immediately to the corridor directly to the south where 
0u find the Lion Signet halfway down (Fig. 2). Press ® to use the Cre 
one and reveal the secret pa Jsewhere in the chamber. If you get c 
from this point on, you won't have to go back and reinsert the Crescent Stone: 
ou “merely” have to find your way past the guards. Now call out to the three 
Blards there to make them chase you. Quickly run back to the Hawk Signet 
Corridor (to the south). Call out to the two guards at the end to make them 
hase you, and then run away. Go south, then west, and then north to reach the 
main corridor, which should now be completely free of guards. Head for the 
aleove to the north-west where you can see a “Faint Light”. When prompted, 
Ehoose to “Approach the wall” and enter the Secret P 


ef mauro 


HL 
LMKLSTRE 


Proceed to the end of the Secret Passage and press the switch on the 
left wall: you'll hear a click. Turn around and examine the ornate “Suspicious- 
looking Wall” to trigger a cutscene, At the end of this you will receive the 
Goddess's Magicite and meet some charismatic new companions. 


Aer another brief cutscene, go up the Keep going all 
(he way up until the next spectacular dramatic interlude, after which Balthier 
and Fran will join the party. 


RUNTHROUGH 10 


B walk down the stairs and learn about Gambits from Balthier 
| 
}_E Make your way through the sewers 


B Go down the stairs just after the Save Crystal in the East Sluice Control 
in the southern sector of the sewers to trigger a cutscene; fight four 
Imperial Swordsmen 


B Talk to Amalia; listen to Balthier’s lecture about guest party members 
B keep going until you reach the large cavern; defeat the Flans 
[B Move on through the sewers and exit via the large gate 


B pefeat the boss 


RE EN 
Walk down the steps and Balthier will teach you more about Gambits, 
ly how to set them, and how their priority is crucial. To summarise, 
Temember that a Gambit is made of a target and an action, and that the higher a 
Gambit Slot is in the list, the higher its priority. If you want to know more about 
Gambits, wen to ps 


e 52, 


TREASURE CHESTS 


Map tpp._Gil_ lem 
EZRA EI 
66 Loss [ms] 
KTRECAET 
AAE 
anw 
AIEE 
GAEACAE 
GATA: 
AAA ANT 
NCAA 
EAA 
BIANCA 


Lm | a|n | son | ao | 
FRGACACAER 
EAI 
6 Troms [osram 


610 [roos | os | Loos 
30 |6u1al za | ov | zon | 100 
3l_[6-11al Gon | ov | Go | 200 


Gli 


son | oon | 0 


aoe [00 


38 [G1ta) 73 | 30 
ENDE 
CEN 


Potion 
Kot of Rust 
Ket ol Rust 
Knot of Rust 
Koot of Rust 


Kotal Rust | 
Krt of Rust 


Phoenix Down | 


Diamond Armlet Equipped 


| Kraks | Eiir 
| oct | Flir 
er 


BreDrps | 
Poton__|zooof kota | Kootof Rust 
her | 100 | knatclRun | Koot of Rust 

|_Foon__ {1500} Koorcf us | Anaal Rust 
her | Kaotaf Rust 
her | 100 | KoacRus | Knotof Rust 
Paton [2000] snoaotRust | Kof Rust | 
CETTE ES En EE 


BE Foei Doen | 
Phoenix Dou | _ Rel Fang 


Lu 


[zooo] KnotoRust | 
Koot 


te | 
REET 


Poon | Phoenix Doen 

BO tens boen | 
Potion 

Hi-Foton_|_HPoton 
Eler 
mo 


enb am | om waetofus [ther [2000 voorefst | Koor ut 
nl Ear eN mosten Jt Ten nn 
38 |61ib) Gon | son Knot of Rust Potion {100 | KnotofRust | Knot of Rust 
[61e] os | Goe | son [m0 | omrefr |__ er __ [iam] Koorts | toarst 
[Gra] oon | Gom | áon [100 | snerofRust Ether [100] Knots | Knotof Rus 

3 wa jun [road ras | 


enso [os ann 
ERGE 
Cis rol ós Lin 1 an | oo 


Koet ol Rust 
Kot of Rust 
Koet of Rust 


[asof toeren | Kooi 
| nar nt |_Koorof Rust | 
Knotof Rust | Knot of Rust 


198 


West Sluice Control 


ENEMIES 


Name Le 
Dire Rat 67a,65,6-10 
Giganwad Gn 
Malbors Overkng 67610, na 
Carchimacern GG 
Chat 0 
5 Water Elemental Gna 
Steling 6467 
[ Fan 69 
[re 7,610 
White ouse 60 
Orts 69 
Fremane 61 
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Fusie trap 
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utheen Sluiceway 


soldiers. Press 6) to examine them and hear Balthie: 

Carry on deeper into the sewers. Grab the Map of the Garamsythe Waterway 

from the urn to your left (Fig. 1) when you enter the main passageway ofthe 
Control. Now proceed through the sewers to your destination. 
lon Map if you get lost; t's a pretty straightforward route, all 

very long, one! 


four Imperial Sword 
to bolster themselves: 


away at them it Ae bot wadee 
defeat em ín order to continue. Focus on one target at # tim 


you a lecture about guest party members. The 
main difference with guests is that you can't issue any commands to them, equip 
them with items, or obtain Licences for them, although you can still heal them, 
revive them from KO, and cure any status aïlments they might suffer from. The 
only direct command that affects them is fleeing. Whenever you flee, they too 
Will stop all actions and follow the team’s leader. 


Move on ahead, into the Southern Sluiceway; you'll emerge in a large 
open area. Before you advance to the centre of the platform, be sure to heal 
any wounded party members. When you reach the centre, four slimy Flans will 
surround you. Attack them normally with Vaan, cast Fire Magick with Fran, and 
use Balthier mainly for healing purposes (including the administering of 
Drops to cure the Blind status effect when necessary), as his weapon is rather 
Inelfectual against Flans. If you have a Red Fang in vour inventory, don't hesitate 
lo use it, as it can inflict lots of damage here. 


1fyour team is in a bad way after you defeat the Flans, take the time 

0 retrace your steps and save your game at the nearby Save Crystal. This will 
restore HP and MP for all members of your party, and heal any adverse status 
diects. Once everyone's patched up, vou can resume your task of exploring the 
sewers. Follow the route until you reach a Save Crystal next to a large gate in 
Central Waterway Control. Save vour game, then enter the Overflow Cloaca area, 
Where a tough boss battle awaits you. 
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of aura 


This bass is weak against Water Magick. Unfortunately, that's of little 
use here as you can't cast it vel, so all you can do is simply pound away with, 
physical attacks. Its Bushfire attack will leave several of vour party members 
poisoned and with their HP severely depleted. It's therefore vital that you keep 
vour party members” HP topped up with Potions and Fran's Cure Magick, and 
that you have several Antidotes in your inventory prior to this battle. Firemane's 
kca 
deplete an alarming 
amount of HP, so 
pay attention to 

the info window to 
prepare for such 
assaults. 


also 


Amalia is a vital 
part of the team, 
with her diligent use of healing Magick keeping her allies fighting ft. You won't 
generally need to bother using Phoenix Downs to raise any fallen team-mates as 
she will do it for you — which is why it's important that you keep her healthy and. 
revive her quickly if she is KO'd. 


‘To ease vour task, you can make Fran your leader and have her attack from 
distance, thus keeping her out af the way of some of the boss's Magick attacks: 
these only damage party members within a specific range. At any rate, bear in 
mind that Firemane will occasionally teleport away. Whenever this happens, 
simply retarget it and resume your assault | 


More Sewers Fauna 

As with your previous visits to this area, your main enemies are Dire Rats and 
Steelings, which should pose you no problems by now. You will also meet 
Gigantoads, which are not much of a threat as they're large, slow and 
vulnerable to Fire Magick; you'll quite often find them fast asleep. Near the end 

of the sewers you'll meet more formidable foes, such as Ghosts (Undead, thus 

weak against healing actions), and Garchimaceras. To cast Heal, or use Potions 

and Phoenix Downs on vulnerable enemies, simply call up the Battle Menu, 

choose whether you want to use an Item or Magick, then press to bring 

up a list of your current adversaries. Select one and let them have it. Be sure to 
check that they are Undead, though: you don’t want to give them a healing boost | 
by mistake! Í 
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RECOMMENDED LEVEL: LV 5 


RuNTHROUGH 11 


B Enter the battle arena next to the Save Crystal 
EO Defeat Gwitch, Galeedo and Daguza 
Recover vour equipment from the Confiscatory 


B Head for the stairs in the northern part of the Black Watch chamber 
to trigger a cutscene, avoiding any conflict by running away if spotted 
by guards 


ak 


Zodiac Spear-related urns (3) 

Dón't open Treasure Uen no. 6 in the Confiscatory (paragraph C) if you want to 
get your hands on the Zodiac Spear later: this is the third of the four urns that 
vou must NOT open. 
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Your first task should be to spend a lite time exploring the Stockade. 
Investigate the Treasure Urns here for useful items such as Knots of Rust. You. 
can also entertain yourself by chating to the hapless inmates who have nothing, 
but time on their hands, When you're ready to move on, enter the room next (9 
the Save Crystal; pay no heed to the warning uttered as you approach it. 


FINAL FANTASY 


You have been tossed unceremoniously into a battle arena, where you 
must defeat Gwitch, Galeedo and Daguza, but at least vou have Balthier to lend a 
hand. You only have your fists to fight with, as most of your equipment has been 
Confiscated. That shouldn't be too much of a problem, however, as Balthier 
vand Vaan prove to be excellent bare-knuckle brawlers. Hurl any Knots of Rust 
Bouve found, as well as casting Fire Magick, to take the unsightly trio down with 
minimum of fuss. Oh, and don't forget to use the Steal Technick to filch a few 
ems from the three g 


After the cutscen 
Sive your game, recover your equipment and obtain the 
Dungeons. 


you will emerge in the Confiscatory where you can 
of the Nalbina 


Basch now joins the party as a guest. Go down the stairs. At the bottom 
pfthe second flight, you'll see à room to the right containing three Treasure 
Wens filled with Gil. Go down another small flight of stairs to find a Save Crystal. 
On vour way there, examine the Timeworn Device/Power Relay on the left and 
spress the Switch. It won't work because the fuse is blown. Go down the stairs 
Pand lk to Burrogh, who will give you a replacement Tube Fuse. He also 
vsome extremely useful wares: if you can, buy Blizzard (very effective against 
‘Battery Mimics), Poisona and Blindna. The latter two reduce your r: 
Eoslytem-hased cures. You should also acquire Protect if you can afford it-As 
ensible to ensure that you have sufficient LP to acquire the req 
Licences for at least one character. 


to the Power Relay and install the Tube Fuse to restore power to the 
Note the appearance of a Charge gauge in the top right-hand corner of 
screen-iës currently at 100%, So far so good! Go back down and interact 
echte Ktto.Burrogh. 
te 
ee, 


-—BARHEIM PASSAGE 


RECOMMENDED LEVEL 


Di Head deeper into the dungeons, which are heavily guarded. If you me 
eager to make a quick exit, take Balthier’s advice and avoid unn: 
while passing through, though there's no reason why you shouldn't 
stand and fight eping close to the east wall, pausing 
until the coast is clear if any guards approach, You can use the Minimap to 

keep track of enemy movements. Head west from here, moving swiftly over to 
the north-west area of the Black Watch chamber; use Flee to escape any guards 
rather than fight them. Head towards the oblong-shaped area at the centre of the 
north-western wing of the Black Watch. After the short cutscene, go down the 
stairs directly in front of you to trigger another (very revealing) cutscene. 


LV 8 


RUNTHROUGH 12 


B] Examine the Timeworn Device and press the switch; talk to Burrogh 
and get the Tube Fuse; go back up to what is now called the Power 
Relay; install the Tube Fuse; press the switch on the Gate Switchboard. 
next to Burrogh to open the 


Work your way through the dungeon, dispatching the Battery Mimics 
to stop them syphoning up the electricity 


Head for Op Sector 37, where you'll find the switch that unlocks the 
Massive Gate in the south of Special Op Sector 3; retrace your steps 
back to the gate, which will be open if you have killed a sufficient 
number of Battery Mimics to power it up 


After the Save Crystal, move deeper into the Great Central Passage 
and take out the remaining Battery Mimics; go through to the Zeviah 
Subterrane and deal with the next batch of Battery Mimics 


WO Enter Terminus No. 4 Adjunct 


B Defeat the boss 
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B The gate will open, but at price: it drains some of the available 


power. If you look at the Charge gauge, you'll notice that it has fallen to 70%. 
Burrogh tells you that opening gates drains the power. If the gauge drops below 
50%, fierce Undead fiends will emerge from the darkness. Go through the gate 
and watch the cutscene that shows a Battery Mimic chewing a Power Conduit. 
You must destroy all such Battery Mimics in each area to prevent them from 
draining energy from the Damaged Power Conduits, These are marked on your 
Location Map by a flashing * Q ”. When the action resumes, attack Battery Mimic 
A with Blizzard (Fig. 1); ignore Battery Mimic B for now. Once Battery Mimic A 
is defeated, you can turn your attention to the lurking Zombies and Tiny Mimics, 
or any other unsavoury creatures that may have appeared. You can then turn 
your attention to Battery Mimic B. Follow it downstairs in Op Sector 29, again 
ignoring any other enemies that may be snapping at your heels. Kill it, then 
dispatch the 


es 


Head east, into the Great Eastern Passage, where there are a total of four Damaged 
Power Conduits. Destroy Battery Mimic A, then head into the tunnel and take the 
right-hand track to reach Battery Mimic B, avoiding other creatures. Kill it, then 
go back and take the left-hand track; advance a lite further and go right to find 
Battery Mimic C. Follow it down to the left-hand track, and attack it as soon as you 
‘can. Now go back to the last junction and take the right-hand path. Go forward 
a short distance, then make a sharp tuen to the right and head down to the end 
of the tunnel, where you'll find a Map Urn containing the Map of the Barheim 

a Passage. The final conduit in this section 
which can be found in the south-west 
region of the Great Eastern Passage 
Mimic D should be lurking nearby: kill 
it, then go through the exit to reach Op 
Sector 36 (note that entering this zone 
is actually optional). Kill the two Battery 
Mimics in here, then head back up and 
out to the Great Eastern Passage. Travel 


south to reach Special Op Sector 3 
Ke 5 
Take out the Baftery Mimic to the south before continuing in that 
direction. Eventwally you reach a Massive Gate, which is too heavy to move. 
The switch to operate it is back at Op Sector 37 in the south-west corner of the 
Map. To get there, head back north, then go through the arch to the west, where 
two Flans will drop down from the ceiling; Fire works well against them. Once 
inside this area, track down the Battery Mimic that is feeding on the conduit 
in the next room. On the way there, you” face another pair of Flans. Climb 
the stairs and go through the doorway on the left to reach Op Sector 37. Kill 
the Battery Mimic, then go downstairs and slay the next one. You’1l encounter 
another Flan en route. Follow the passageway to the west and up the stairs. Two 
more Flans are guarding the Gate Switchboard (Fig. 2). Kill both of them, then 
press the switch to raise the gate to the south; the Charge gauge must be at least 
30% for this to work. Check the end of the passage for a Treasure Urn before 
retracing your steps all the way back to the large gate. When you reach it, 
cutscene will kick in. Afterwards you'll have access to a Save Crystal. 


ED Move south along the Great Central Passage, where you'll disturb a 


Battery Mimic dining on energy in the alcove to the left. There are also three Mimics 
cunningly disguised as Treasure Urns in different parts of this zone. When you've 
cleared the area of foes, go south to the Zeviah Subterrane and kill three more 
Battery Mimics. As before, the golden rule is to ignore all other pests in the area 
and concentrate on wiping out the energy guzzlers. The first two will be easy to find 
when you enter the area. The third is a little trickier to spot. Check your Location 
Map — the conduit is at the top of the path to the north-east. After killing the third 
Battery Mimic you can explore the rest of the area, plundering the Treasure Urns, 
When you're ready, head back up the path where you found the third Battery 
Mimic, and follow the corridor there to arrive in Terminus No. 4 Adjunct. 


à — + 
EE Use the Save Crystal and prepare your party for an imminent boss 


battle. If possible, cast Protect on everyone. Go forward to trigger a cutscene. 


Blizzard S Vaan — ur 
Batthier ww 2 
Fran WP2 


Basch nel 


auzzard 


Attack 


Barheim Fauna 

Mimics are the main enemy you'll face here; they're weak against Blizzard. The 
same goes for Tiny Mimics. For the Undead enemies that emerge if the Charge 
gauge drops below 50%, White Magick, Potions and Phoenix Downs work well, 
Steelings are also abundant down here, but you should be used to dealing with 
them by now. You'll also find non-hostile Bombs that should be left well alone, 
and lots of very hostile Flans that can be easily dispatched with Fire. The Mimics 
disguised as Treasure Urns that you meet later in the area are best dealt with 
using physical attacks. Given the many dangers, it's advisable to set everyone's 
first Gambit to Cure any allies whose HP falls below 70%, 


A good levelling-up spot 
‘When Basch finds some equipment near the Save Crystal in the North 
Junction, you have an opportunity to spend some profitable time levelling your 
characters and acquiring Loot. Let the Charge gauge drop — that is, don't kill 

the Battery Mimics that drain the power — so that Undead foes emerge from the 
darkness, particularly Skeletons and Skull Defenders. Although more difficult to 
defeat, these enemies leave large EXP rewards when dispatched. Furthermore, if 
vou defeat numerous opponents of the Skeleton Classification in a row and form 

a long Battle Chain, you will have à better chance of receiving valuable items such 
as Bone Fragments (with a high resale value) or even Iron Helms. Make sure you 
stay close to the Save Crystal to give yourself the option of healing your party in, 
emergency situations, but remember that doing so will break an active Batte Chain. 


outh 


Basch _ uP2C 


BOSS: MIMIC QUEEN 


ou can ignore the Mimic Queen's Tiny Battery followers unless they 


really bother you: they lower the Charge gauge, but this has no effect on the. 
fight, so concentrate on king the main boss out, Avoid using the Thunder 
element, as your foe absorbs it. Blizzard, by contrast, can be highly effective here. 


The Mimic Queen will retaliate with Thunder, and sometimes launch her 
devastating Ground Shaker attack. It makes sense to have at least wo party | 
members’ fist Gambitset to Cure at “Ally: HP < 70%” to keep everyone's HP topped 
up. Make sure you reserve a sufficient stock of MP for this to be efiective, switching 

Magick users to physical attacks as soon as you run 
low Once you gain the upper hand ín the battle, feel 
free to steal something from the Mimic Queen. 


No. uw ue EP Le 


erly direction through the Sand-Swept Naze, then head 
„south vp the slope that leads to the Yardang Labyrinth, before taking the 
ssouth-west exit to reach the Outpost, 


ry, you can rest at the Outpost. Speak to the Energetie Child 
Outside the hut and agree to pay 100 Gil to heal your party. However, Rabanastre 
sa short walk away, so you should save vour money unless your characters are 
in dire need of a rest. This is a good time to initiate your third Mark hunt by 

Iking to Dantro. When you're ready to leave, use the south-west exit to reach 
Stepping, the area where you fought the Rogue Tomato. Is a straight sprint 
ek to Rabanastre from there, 


d Fauna 

ell as prowling Wolves, expect to find Cockatrices here; you can build up 

ome relatively easy Battle Chains with either of these monster types. Why not 
end a little time accumulating EXP and LP? By now you should be able to 

defeat the local monsters with just a couple of blows, 


Yowl again encounter friendly Cactites and the Wild Saurian in the Stepping, 
region. Don’t invoke the wrath of the latter — he can still wipe out your party 
(with disturbing ease. 


SIDE-QUEST 2: THE HUNT FOR THE FLOWERING 
CACTOID (DALMASCA'S DESERT BLOOM 


This bill will be available ar the same time as che Thextera hunt, bur its bese 
mot co actempe zo complete it until you have Fran, Balthier and Basch with 
pou. The Pericioner, Dantro, can be found ar the Ourpost when you reach the 
required Clan Rank. 


Wou’ find your Mark waddling belligerenely around the centre of the Yardang 
Labyrinch, to che north-east of che Outpost. Since this Mark is partial to 
running away, y 

WW Ituses a handful of physical arracks, such as Ram, which are no great cause for 


vou may want zo clear the arez of ocher foes before arracking ir 


concern. IF ie indices che Blind starus ailment on one of your characters, use 
Blindna or Eye Drops. Its weak against Aero, but you probably wone have chat 
pet so use melee arracks. Ideally, you should aim eo kill it quickly and cleanly 
before ie has the opportuniey to unleash ies deadly 1000 Needles Techaick 


(Should you have che misfortune to be subjecred 


this vicious assault, you'll appreciate why its 


berzer to hunt chis Mark wich a large ceam! 


When you defear the Mark, you'll receive 

2 Cactus Flower. Reruen to Dantro ar the 
Outpost and he'll give you your bounty: 500 
GIL and 10 Potions. Talk co him again and 


hell ask you to cake che flower to his wife in 


the village co che north, This is the sta 


the Dalmascan Parienc side-quest. You carit 


complete this now, bur here's no harm in ar 
lease scart 


ie 


Peioner 
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LV 8 


RUNTHROUGH 13 


D Head back across the Dalmasca 
Estersand to Rabanastre 


ED If necessary, rest at the Outpost 
north-east of Rabanastre 


ale rap dte Dalmas eran 


SIDE-QUEST 3 
THE DALMASCAN PATIENT (PART 1) 
Afcer complering the Flowering Cactoid hunt and calking again to Dantro in 
the Outposc area, head north chrough che Yardang Labyrinch, then continue 
north through the Sand-Swept Naze and the Banks of the Nebra unicil you 
reach the Souch Bank Village. Theresa handy Gare Cryscal here, so be sure 


to examine ie for easy access larer, even if you don't need to save your game 


cs 


acthis poinc. Talk co the Villager by che hur — chis is Dantro's wie S 
looking after an injured traveller and needs à special ype of medicine. Give 


her the Cactus Flower shell reward you with a Bunch of Needles for your 


assiscance. Talk to her again and shé Il explain char she needs some Semclam 
Shells to ease che parent's pain. Go and wade in che shallow water along the 
shoreline, where you will see tiny objects glistening in the sun; when you 


terious Glint” ( 


approach one, ie will be identified as a” g-I). Pick up ar 


least one and take íe back to Dantro's Wife. IFyou want ro get the best reward, 
you'll need to pick up five Semclam Shells (the maximum amount you can 
carry ar one rime). You can find one more on the village shore, and another 


three along the warer's edge in che Banks of the Nebra area. 


he Semclam Shells, Dantro's Wife will tell you char she 
Nebralí 


After receivi 


also needs som to stem the parient's bleeding. Head back co dl 


Ourpost and speak zo Dantro again. Take a Phial of Ne (bur ideal 


best reward) from the nearby crates. Return to the South 


two if you war 
Bank Village à 
Valeblo 


im to Dantro's Wife. She now needs some 


; Dew ro neurralise che poison, which can apparently be 


he Broken Sands. This is where your involvement ends 
d to wair uncil the R 
North E 


h when you can rest 


along the 


for the moment, as yo 


order to cross the river and reach ch. 


later in the Walkthro ne the quest 
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RECOMMENDED LEVEL: LV 8 | 

: FS RuNtHroucH 14 | 

On your return to Rabanastre, Balthier and Fran will leave the party EN Goto Migelo's Sundries in the southern part of Bast End and talkto IN 

In Eastgate you'll see à Moogle called Hurdy. Talk to him to learn about the iss | 
free transport system which can be used to teleport instantly 7 Í 


ations in the city. To use it, simply talk to Hurdy or one of his B visit Old Dalan in Lowtown to receive the Sword of the Order 
colleagues standing next to the Moogling devices (Fig. 1) dotted about town. 
Select your chosen destination from the list. For now, use the Moogling to 
teleport to The Sandsea, then head south to Migelo's Sundries and talk to Kytes 


| 
B Go to the location in Lowtown that is marked on the Map; talk to the 
Rabanastran sitting outside | 


B Head for the Sandsea and talk to Balthier | 
B Go to the Aerodrome 


B Enter the Aerodrome and tell Balthier you're ready to go 


Skyferry Travel 
If you want 0 travel between Ivalice's main cities, the Skyferryis a fast way to go. To 


take a flight, simply enter the Aerodrome and approach one of the check-in desks. 
‘The cost of a trip varies depending on the location, but it's usually around 200 Gil 
You will be given a choice of “Leisure Craft” or “Private Cabin”, If vou select the 
Tamer, vou fly straight to vour destination without any chance to look around the 
Skyferry. If you choose the former, you can explore the vessel. It's generally a good. 
idea to check out the facilities on board, as there are two shops in the Observation. 
Parlour (Fig, 2) that sell items and Magicks that can't (as a rule) be found 
anywhere else, as well as rare items such as Remedies, Teleport Stones, and Gysahl 
Greens for Chocobos. Once you“ve finished exploring, head for the Sky Saloon at 
the rear of the craft and talk to the Chief Steward behind the desk. When she asks if 
vou want her to show vou to your cabin, say “Yes”,to end vour voyage. 


EN 
Visit Old Dalan in Lowtown. He'Il give you a Sword of the Order to take 
as in the North Sprawt; the location is marked on the Location Map 


C) When you reach the specified location on the west side of Lowtown, 


talk to the Rabanastran siting outside: his name is Balzac. Once inside, watch 
the cutscene. Basch will now join the party as à permanent member. 


to Az 


En 


Sky Saloon 


db Opservarion Partour 


little shopping 
ring vour time in Rabanastre, take the opportunity to sell the Loot you have 

(with the exception of Teleport Stones, of course), then invest in better 
Vequipment and useful inventory items. You find plenty of new merchandise in most 
hops that will prove extremely useful on your imminent travels. Is also a good idea, 
IDinvest in Gambíts and Technicks that will enable 
jouw set up the following time-saving Gambits 


Foe UP = 100% =p Stel 


self se Lbr, 


Note that Basch should have a huge amount of Licence Points when he joins, 
so don't hesitate to spend some of these now. You should always check that 
gou actually have access to the appropriate Magicks, Technicks and equipment 
beforehand, of course. 


+ 


Head to the Sandsea to talk to Balthier. Go up the stairs to the upper 
level to trigger another cutscene. Balthier and Fran will subsequently rejoin the 
party you want to explore the city, or stock up on equipment and useful tems, 
ow would be a good time to do so, Is also the perfect opportunity to begin 

always a good idea 
llable hunts during vour trips to Rabanastre, 
peren if vou don’t plan to seek out the Petitioner immediately. 


When you're ready, head for the Aerodrome: the Moogling can take 
Nou right o the entrance, or you can walk there 


Go inside and talk to Balthier at the far end of the Aerodrome. Tell 
him that you're ready to go. He'll remind you that you won't be returning to 
Rabanastre for a while, and to ensure that you've done all you want to in the city 


SIDE-QUEST 2: THE HUNT FOR THE WRAITH 
[WATERWAY HAUNTING) 


Even though chis bil is available as soon as you return zo Rabanastre from 
VBarheim Passage. is a good idea to wait unril just before you're ready to 
ypeak to Balthier ar the Acrodrome — and therefore have Balchier, Fran and 


Basch ín your party — before you attempe to complece ic. The Peritioner 


can be found in Lowrown's North Sprawd, outside the Residence, which is 
marked on the Location Map 


Head for Storchouse 5 — stock up on Phoenix Downs beforeand if your 
aupplies are low — and go through che righr-hand gate to reach the Overflow 
Cloaca, where che Wraith will appear when you approach the middle of 
BP rhe area. The monster will cast Doom on all members in turn, so be ready 
to revive fallen colleagues. You can arcack ir normally uncili fall if you 
Wish bur. as an Undead creature, its weak 


Wer your viccory, return to Milha ro 
ve bouncy of 500 Gil, an Echer 


s. If you e 


p the Dusty Le 


Moca leave MERE acer Frou 
see page 275 to learn more 


Peutioner: 
Maa (Lawton: North Spr, 
map 6-1) 


SIDE-QUEST 5 
CONVERSATIONS WITH KTJN 


Ei This small side-quest will become available after you return ro 


Rabanastre from Bacheim Passage. Talk co the Viera sitting on the right 
hand side of the steps in Muchru Bazaar thar lead to North End (Fig 3). She 


will cell you that she would like to have someone co calk co in che city. Speak 


vo her again and shell cell you char she thinks Rabanascre is “wonderful 
She! chen ask you a question, and you'll need to choose on 


of two replies 


She will ask you a further three questions ar ser moments during the course 


d 


of your adventure. Depending on how you 


wer all four questions, Krjn 
tually decide whar ro do with her life and reward you for your 
ou in the Walk 


question, and cell you how to claim our f 


advice. We will aler rough when is ready to ask a new 


If you want to Viera, choose the 


best piece of equips 


answer char rea: should be asham vt wait to discove 


the ourcome of weras chapcer to find 


a cable with questions and answers, and derails of the rewards. 


SIDE-QUEST 6 
ANN AND HER SISTERS 


To initiace this side-quesr, rake any available Skyferry Leisure Craft flighe 
(see "Skyferry Travel”) and speak to the Chief Steward. The first time you 
talk to her, a brusque man called Rande will rebuke you for incerfering in his 
conversarion. When prompted, select the first of the three available replies 
(“Who's this... Rande2”). This will le 
the Chief Steward. Eventually Rande will challenge you to deliver a message 


to a conversation between Rande and 


vo each of Chief Steward Annis six sisters. Ann will then ask you to do so, 


and you'I receive Ann's Lerrer 


Your task is co visit each of the six sisters (all occupy the Chief Steward, 
nd to show she letter to cach one 


position) on six different Airship routes 


You don't have to visit ch 


zy pafficular orderand you only need 


to travel on each route once. After you have show the lerrer zo all the 


isters, you w 


Ren 


receive à reward front the youngest one, Cisser the Ring of 
sory thar booses Magick Resistand Defence and 
bestows Re wearer. Ar this poine in the game you can only travel 

b d Rabanastre.Wherf you have aecess co a new route (and, 
therefore, co a new sister) we wilbleeyou know inthe Walkehrough. To learn 
more about this side-qucsts turnto page 329 in the Extraschapeer. 
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Basters Gambhis 
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RUNTHROUGH 15 
[al 


xit the Aerodrome; 
Square, via Miners’ 


make your way to the mine entrance in Lhusu 


A Exit the Aerodrome to trigger a cutscene. Lamont will join the party Î 
as . He's actually a great companion, because he's extremely efficient 

lies during battles. Head east along Travica Way, and you'll soon 
encounter a Cartograph ld Moogle. If you have sui 
investment to purchase a Map of Bhujerba from him for 70 Gil, and a map of 
the Lhusu Mines for 650 Gil. You can also visit Bhujerba's shops. 


Head through Miners’ End to reach the mine entrance at Lhusu Square. This is 
the only route you can take at this point, as Imperials are restricting access to. 

the rest of the city. Use the Save Crystal to record vour progress, then approach 
the mine entrance and watch the cutscene. 
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© Ruruus PROTECTIVES —— “€ Go shopping! 
A number of new wares await you in Bhujerba's shops. u 

Be sure to stop at Mait's Magicks: investing in Vox and | 
Protect (and possibly Shell) is a very wise decision. In rw 
fact, vou should also consider setting up a Gambit that el wuurrmovcs 
constantly casts Protect on your leader, especially if 


300} Defence +6, +30 


Magik Reist +6, 
300 sragick Power +2 


| magick Ress +5, 
Mapick Power +3 


50 


Lon meere +5 Mag ner +3 00 | vage +6 Steene? | hat character is also your party's “tank” — that is, the : 
_| roo | magie Rest +7, Singh +3 r_| 200 | Defence +7, Strength +2 individual who effectively acts as a “lightning rod” and _— 
|_uomo [mene 09 Smeg 5 pe +3 | leather steld | GOO | Prade + takes the most damage from foes. See page 33 of the amar 
1000 | Fvade +10 ‘Tactics chapter for more details on this concept. MBANISTRE 


| zoo maghet +6. +30 
It also makes sound sense to purchase the Charge 
Technick Its a great way to regain a litle MP during 
battles, as it doesn't cost anything in terms of items or m 
MP. Using Charge has one drawback: if it fails, itleaves | «ovv 
the user with no MP at all. Therefore, it's prudent to Ö 
Jrmtkn 100 Magha Sne vj until a party member has (virtually) fo MP left, 


ImnAmour | 1400 | beenae +11, Strength +5 í JJ gun 
Ra in TEE when you have nothing to lose if the Technick fails. 


Magiek Resist +10, Magick 
Poser +3 


Shepherdsholero | 700 | Defence +10, Magiek Power +3 


‘Calot Hat 7 son 


1200 | ansck Power +24, Evade +5. 


1400 | mach Power +30, Eve «5 


400 | pack Power +25, rade +5 aan vra 

1400 Ansck Power 10, Evade +10 > © Srreer VENDOR (SeeQ) —& 2 Srreer VENDOR (BANGAA) =| nin 
te ml 

1300 | Attack Pomer +27, Evade +25 | he mie 


15e | AnachPomer + 

oaker 

20 Ach Power +14, Era 5 

Lon acker «17 

soo| Auch mer v6,Erale «10 
sch wer +19, ade 5 
Muck Power +19, rade +5 


Drs 
Phoenix Doen | 250 
cho Hers 


‘Gold Neede 
Narm Cock 


andere am 
PLN 
Dwiliade | 1700 | Atsck Power +29, Brad 5 | 
ETET 16200 | Atack +81, Evade +25 16200 | arsck +81, Evade + MON PLIN 
+, Er 45, ll Des 16200 | 
Cherry Stall 800 | Magiek Power +3 | | Gansumes Gil instead of MP when ‘Gansurmes Gil instead of MP when | hid 
Win elemental damage 50% TundsellCheer | 93 | sing Magiek Tinlselichker | 930 | ving Magik B. maren 
—@ Basters Gamsirs ee A ere 
Neel TTN 
Ally: status = Shell | Self: MP < 10% 5 m 
lie ats = EN EN sheni 
Alrsatus | | 
Al status = Faith 0 | 0 une 
Asus = Ivie _|_50| | | eran 
| 4 [sas = Regen 0} EEK vas zown 
[Alrsatws=Foat | 50 | zr 
sas = Bue En FN wr 
sl Foe HP 00 Foe HP 210000 EN El 
Foe HP < 1000 Foe HP > 5000 EN [se sans =nmebilse | SO Mo’ 
Foe IP <50 EN EN raa 
50 El : 
redumerwez sn Lm | Ee El meu 
Foe charger MP 230 | 100 | 5 EN ALA 
Foe character MP > ION 100 5 | 
Foe armer <90 [100 5 El 
Foe characer MP <5 | 100 ae 
Pe saus = Toin E EN 
Foe character MP < SON, 100 7 me ur 
0 En 50 rans 
Ai soget vegen EN l 5 so) [murene 
‘Ar lowe deenor E o |  sttamsehegn | 0 0 
Aly lmet Magic resist El EJ] Self status = Float | 
Foe character HP > SON 100 |= BEVEGAA 
100 Foe highest HP E) t ‘self stars = Buble | 
0 Foe lowest HP EI ed Wo ed Sel stans = HP Critical 
= per 5 Fe characer HP Ik | 100 00 
EN Foe hes maxi | 50 edet <A 0 D | | reuraioon EN 
50 Foe highest MP El [BETE EN Foe HP 2 5000 El 
El Foe lowe MP ED iedemein B)  eur<ima0 ol | 
EN Fee highest max EN CEE SEP El EEE 5 U er 
EN Foe lowest ma MP EN CEE Ie Sel HP <0 D_| Foe hire wek En aan 
EN Foe highest eel EN Selk HP <SK El Fee ligne weak En en 
El For lamer hel | Ed sel HP <0 0 Foekeweak ET 
50 Fe hie aren E sel HP <a En re) go) | re ser 
100 Foe owes streng El D, self HP <20 El Foe water weak ET Et TIP 
5 Foe higbest Magic power | 50 2 [ME EST Foe vind-arak Cm ere 
Foe lowest Magiek power | SO el] ScEMP < 100% s_| Foe holy wek En 
5D oe highest geel E EN wl edad: oo | ee 
El Foe hese 50 D sturen EN Foe fireuinerable El zn 
El Foe hughes defense 50 E] Sel MP < 70% EN Foe lightning lrere_[_0_| | Mut 
EI Foc highest Magik reist [50 en stur<ân EN Foe ice vulnerable 250 AU 
50 Foe HP 2 5000 50 ETE 1 Foe earth vulnerale 20 EN FUT 
EN Foe WP 22000 EN Mrne |D) | SEON El Foe vatervuinerile__|_250_| | MNT 
EN Fee UP <30 EN Ah ate = Dee À self MP <0N ED Foe wind-vulnerbie El 
In Cem [nj Cramer sena | rehynverde [sj ST 
LF dark-valerable 350 


209 


212 


ENEMIES 


=LHUSU MINES =- 


RECOMMENDED LEVEL: LV 9 


Expo ap 


ols, 
ws 


039 [Stul eender 


oa 
08 
EN 
oss 
er 
os 
on 
us 
[ET 


24’ 
sL5 
Ee 
7, 
9) 
ZD) 


Simen 


Steclng, 
Stelen 


ENEN 
MEENTE EN EE] Epos or Silence Gas tap 


Wel l34 84 
TEL 52 55 


Esplosion or Binding Smoke trap 


Vamp [isd td, 10 Sen Nelle or Sane Gas tp 
Healen 
Sien Nelle oe Chuking Gas tap 
Killer Mantis_| DEN EED 
Dlt Fuld or Befudding Gas trap 
ug or Slee Gas 
Dark Lord. Wel, 1913 pale or knee Ge ap 
anders Id Fusillade oe Binding Smak ta 
Ger ENEN 
en Retovenaion tip 
gel Sen erleor tea Gtp 
gerne 
miet fslladeorSoneGastap 
Dibo Fusil or Cokin Gs tap 
Rhote - 
van Gl ug 
Glane Gate Swchtard A 
Glane 2nd psp 
Encounter nf Gate Swtichboard B 
Elsa Te spre 
En Ee NT 
Ba Gamaan ZIS Gaeswchteard D 
Drag) 
Gijdk adt 
Rimak | 1821 ‘aesvicthearl E 
Aerieel 
Bonte 
Genhom 
NM 


App. 


gan, 


ES 


Tors 
am 
an 
an, 
sun 
an 
En 
En 


we | 


a 


vas 
En se son Goo 1 
Tre | sars |_260 | Kral | Daka | zoo | Koek | her 
m onl t VOORBEL zo0 raat cs | her 
Ei Koud Rus | Dak | 660 | Kooren | _ Elie 
a Knal Rust WREE 550 koo | Flir 
EET mof Rw | Wanerle |_ 420 | Knal Rus [ber 
En oat f Rs {akte 420 | Kula | her 
wr oat f Ru | ak Note 

so Kont Ru |rt 


sun | son | 250 | Kootol Rust 


EAI 
ze | on [ars 

afk Ether | - |km Emir 
[had nische) iede) 
ada] | ti 
per ere ree 
Koot of Rust | ror st GE 


En 1500 | Kootof Rust | Elie 

Kool Run [Elie 
[ 500 p 10000 | Kaat of Rus | Eliúir 
[ zo [krotofRus| Bher | 300 | Kooos | Fr 


Vanila 


Koerd | is Kaate | Else 
[amada] ter | [ade Er 
Kratos |_— Ber Koat ols | _ Elie 


Koot cf Rust | Balance Mote | | Knol Rust |_— Elnir 


ï Kof Rs | her Krat kust 
of Koot Rust OBG Ei 
rä ntfs | ar Me Knal Rus | El 
. Kaal ms (loo =| Foar |E | 

benen [1000 | Koorot u 00 | Kal | Sate Nae | 
ist {se [an [anar [_ her [1000 ref Rus | Scree 
Ios 1800 | naos Rus 


on _Lioos Taemsstield | magiestield |D aegsstied 


FINAL FANTASY IL 
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A) Go down the steps to trigger another cutscene. Head west through the 


Shaft Entry and Oltam Span, where you can explore either side of the main track 

in search of Treasure. Be extra careful, though: Explosion Traps have been set__e£ wurmou 
here, so use Libra to find them (Fig, 1). Again, this is another reason why it's 

wise to prepare a Gambit that instructs one of your characters to refresh the 

Libra Technick whenever its effects wear of. - 


Site 6 South 


When you reach the fork in the track in Transitway 1, take the right-hand path 
that leads north. Continue over the bridge at Shunia Twinspan to reach Site 2. 


uv 


amd mln 
aap dr create secti 
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B vane cared tec 3 Cary car le he cat be Se Cart 
De ae an ae Star 


+ 
0 Climb up the steps and head to the end of Site 2 where you'll rigger a 


cutscene. You can choose to flee, or stand and fight Ba'Gamnan and his associates. 
He's much too tough for you at your present level, and vou"Il get nothing for 
fighting him, so it's prudent to run — hold @2 and beat a hasty retreat 


cm nde bose 1 a 


UNTHROUGH 16 

However, you may wish to attempt to steal from Ba’Gamnan, as you have a small 
chance of obtaining a Round Shield this way. Be careful, though: if your party 
Ne From Ba'Camran aad his cronies is wiped out, you'll need to repeat your journey from the Save Crystal outside 
the Lhusu Mines. If vou choose to fight, you'll need a party that far exceeds the 
leveling curve for this part of the adventure, especially as you have so very few 
options at your disposal (the lack of Water Magick is especially problematic). 

If you're in danger of losing control of the baule, try a change of zone to buy 
yourself few seconds’ breathing space before Ba'Gamnan and his crew resume 
their attacks. You can use this brief period of respite to either heal your party, or 
take the sensible option and simply fee! 


Eel - < 
©) When you reach the Shaft Entry, Fran will announce that the 


headhunters have stopped chasing you, so vou can continue to the exit ata 
leisurely pace. Exit the mines, then breathe a sigh of relief as you watch the 
cuiscene. Your guest wil leave the party 


ED head deep into the mines, to Site 2 


B Run all he way back to the Shaft Entry and exit the mines 


Lhusu Mines Fauna 

There's nothing like seeis € in unfamiliar surroundings, so how 
appropriate it is that the first enemies to greet you here are Steelings! They 
should pose no problem for you by now, and you can build up a good Battle 
Chain by defeating lots of them in à row. The mine tunnels are also haunted by 
Undead foes, including Skeletons and Skull Defenders. The use of a Phoenix 
Down will usually destroy one instantly, but try not to waste too many of them 
unless you're in genuine danger of losing a battle 


Levelling-up tips 

If you want to strengthen your team, or need Gil to bankroll the acquisition of new 

skills, provisions and better equipment, try to defeat many Skeletons and Skull 

Defenders at the Shunia Twinspan. By forming a long Baule Chain against them, vou 

will earn lots of EXP and obtain plenty of Bone Fragments, a piece of Loot with 

fairly high resale value. It takes a relatively small amount of time (think: minutes) to 

crush 50 of them, and it certainly pays off: you'll net almost 15,000 EXP and 10,000 

Gil! To trigger the appearance of new specimens, all vou need to do is to move two 

zones away, then retrace your steps. You can use the Fee function (B) to avoid 

| | RE unnecessary altercations with other monster types on the way sd 
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RuNTHROUGH 17 


B Wander around and spread the rumour to fill your Notoriety gauge 
until you're taken into custody 


B Head for the clearly marked area in the north of the city; talk to the 
Sainikah and tell him you're ready to see the Marquis 


= 5 - 4 
Vaan hatches a plan to draw attention to the party by spreading the word 
around town that Basch is very much alive, You must wander through the streets 
and press © to spread the rumour to as many people as possible, filling the 
Notoriety gauge in the right-hand corner of the screen. When you “Testify”, an 
information box will appear in the top left-hand corner of the screen that shows 
how many Bhujerbans have heard you. If you tell one of the City Parijanah guides 
vour news (Fig, 1), our Notoriety will increase significantly, much more so than 
if vou speak to regular citizens. The quickest way to complete the task is to seek 
out these guides; note that you can find a few of 
them in The Cloudborne tavern. However, if 
Bhujerban Sainikah overhears vou, vou will receive 
a stern rebuke, and your Notoriety gauge will drop 
by 30%, For this reason, vou should scan your 


immediate area for these individuals before you 
Tests The Notoriety gauge will also drop if you 

are too slow or inefficient in spreading the rumour 
There's no point in trying to tell someone the same 


information twice: it won't count. 


When your gauge is full, you will be spirited away 
by the Resistance to their hideout 


vou need to do in the city, head for the marked area in the north. Talk to the 
Sainikah on the left and ask him to take you to the Marquis. You can now sit > 
back and enjoy further cutscenes. 


A little break 

After the drama of your escape from Ba’Gamnan and the events that 
follow, be sure to revisit Bhujerba's many shops. You will notice they 
have new wares for sale, including weapons, armour, Technicks and 
Magicks. Even if you have very few Gil at your disposal, try to buy the. 
Water Magick, which will enable vou to inflict major damage on foes that 
have this particular elemental weakness. 


Also, should you have a few spare pieces of 
equipment in your inventory, resist the 
temptation wo sell everything, You" 
soon be welcoming a new 
recruit 0 the party, so 
those items may 
prove useful 
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RUNTHROUGH 18 


D Enter the Port Section; 
security system 


EO Head south, through the Large Freight Stores, and enter the 
Airship Berth Access 


's warning about the 


B Go all the way round the edge to the top, then back south 
again and through the middle to reach the Central Brig 
Access 


EB pefeat all opponents to receive the No. 1 Brig Key 
Use the key to unlock Brig No. 1; free Ashe from her cell 


Retrace your steps south through the outer ring of the 
Airship Berth Access; enter the Large Freight Stores, run 
back towards the Port Section and head for the Port Launch. 


El pefeat the boss | 


B 

After you arrive on the airship, Vossler will join the party as | 
a guest and you will receive the Map of he Leviathan. Vossler is very 
aggressive and competent fighter who wields a huge sword, andisa_ 
welcome ally aboard the heavily guarded Leviathan. | 


You can save your game at the Save Crystal in the Port Launch area. 


Senter the Port Section and head south. Vossler will soon warn you 5 


about the security system. To recap, if you cross the red laser beams, 
you'lltrigger an alarm and have to fight several guards. Some one-way} 
laser webs appear once you pass through a specifie area 


E 
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Fight vour way south until you reach the Large Freight Stores, then 
limb down the stairs to the cargo area where you'll find some Treasure and 
More Imperial soldiers. Go through the large door at the north end of the 
hangar and enter the Airship Berth Ac 


ef UE 


soldiers at once. Focus on one at atime, prioritising those that don't have the Protect 
sus elect active When vou reach the top, head south to Central Brig AccesS, 


live route 
Brig No. or 0 later return vo the Portlaunch, you can follow aar 
route that is « little longer than the one suggested in paragraplis B) 
D)- This path enables vou to obtain more Treasure, but you’ naturally} 
unter 2 greater number of Imperials. Instead of going through the northern 
Wie Large Freight Stores, take one of the eastern exits. From the Starboard 
‚you can reach the Sub-Control Room and then the Airship Berth 
ong as vou activate the corresponding Bulkhead Releases. If you choose 
le on the way back, feel free to use the Systems Access Key on the Security 
n in the Sub-Control Room to grant yourself one minute of relative “peace” 


; 


Before you enter, ensure that evervoneis in good condition; you may 
gide1o use Protect and Shell Magicks in preparation for the battle ahead 
about to-face two Judges, three Imperial Swordsmen and an Imperial 
is. You only need to defeat the Judges1o win the encounter, so you don’t 
necessarily have to worry about the Swordsmên. However, i's  goodidelo 
the Magus first, as he'll-otherwise make your task much more difficult 
flicting negative status effects on your characters. Stick to the usual! 
lechnique of focusing your attacks on ane target at a time, and cure status 
ilments immediately with Magicks or healing items. You should have at least 
wo party members with Cure Gambits set as a priority, and some Phoenix 


Downs ready in case anyone gets KO'd. Additionally, don't forget that you also Er 
4 JUDGE GHIS 
have party member in reserve should you need to call upon their services. 
When the two Judges are vanquished, you"Il acquire the No. 1 Brig Key IG Ong Ghis is a tough boss, but you have a full reserve tearr 
zw, so use it wisely. Also, you only have to reduce the Judge's HP to 
below 2: 
+ 
Use the key to unlock Brig No, 1. Enter to find four cells, one of which Start by dispatct hree Imperial Swordsmen. Judge Ghis is  physically 
houses 4 Save Crystal and an Urn containing a ms Access Key. Open the tough fighter se ) defeat once his guards have fallen. Set two of 
fell next door to trigger a cutscene: Ashe will then join the party. Equip her our party (ideal ped with ranged weapons) to concentrate on healing, 
Immediately with the best spare armour, weapons and accessories in your and protecting beneficial status effects. Your remaining fighter 
iventory. You can even buy new items from Tetran, a Moogle Merchant who Gdeally Vaan) should bea brunt of your enemy’s wrat 
foul find in the other cell. physical assaults. Have your attack Gambits set to focus on 
target to concentrate your combined power on one f ice Judge 
z me Ghis is defeated, the party will make its 
— et 6 7 escape back to Bhujerba. 


Re-enter the Central Block. With the alarm triggered, an endless flow of 

Ymperial Soldiers will rush to intercept your party. You can use this opportunity to 

eel up i you are strong enough, as you have easy access to the nearby Save Crystal__ Dreadnought Leviathan Fauna 

Brig No.L. If not, simply run straight back through the outer ring of the Airship. You will mainly be dealing with Imperial Soldiers aboard the Leviathan. When 
Werth Access to the Large Freight Stores. You can access the Security Station in hes vou first arrive, you should have litde problem taking them out with concerted 
nd use the Systems Access Key to reset the alarm for 60 seconds. That done, run, attacks, Gunners are more adept than Swordsmen, but if you pummel them 

ip the stairs to the Port Section and head back the way you came, in the direction of __hard and fast enough they will rarely have the opportunity to inflict too much 
(he Port Launch. When you're almost there, a cutscene will begin. Vossler will leave, damage. Hoplites are even tougher, with their heavy armour and ability to 

Penclo wil rejoin your party, and you" receive a Piece of Manufacted Nethicite. Prior _cast Protect and Shell making them both durable and dangerous. Imperial 
lbopening the door to the Port Launch, make sure everyone is healed and prepared agi are deadlier stll, as they frequently launch Black Magick attacks. One 

or battle (use the Protect and Shell status effects), as you won't get a chance to save considerable advantage to facing such a heavy concentration of military might is 
our game before the forthcoming boss encounter. Have a good look at Penelo's the opportunity to string together impressive Battle Chains, and, in so doing 
Buipment, Gambits, and Licences to see what she can offer the party. She has a. level up quickly. As a matter of fact, one sound strategy is to deliberately trigger 
large amount of Licence Points to spend, and you may well be able to acquire a alarms simply to summon further enemies to build your Battle Chain. Be warned 
(kickening for her, should this correspond with your party development plans though: killing a Mastiff will end the chain. 
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RUNTHROUGH 19 


EI Go and see Marquis Ondore 


Pete ap cf Bueren ae 2 


To continue the main adventure, exit the Aerodrome and talk to the 
same Bhujerban Sainikah as previously; once again, ask to be taken to Marquis 
Ondore. After the meeting, sit back and watch events unfold. The party will then 
automatically fly to the Dalmasca Westersand. 


You now have the opportunity to undertake a number of side-quests and 
optional tasks. You can also acquire new armour and Magicks in the respective 
(o buy the Raise and Cura Magicks: they will prove vital in the many 


SIDE-QUEST 2: THE HUNT FOR THE CLUCKATRICE 
(LITTLE LOVE ON THE | BIG PLAINS) 


KE en 
ie, speak to Monrblane ín the Rabanastre Clan Hall. Aferwards, head for 
the Nomad Village on Giza Plains during the Dry season, and then speak to 
Dania inside the Cockarrice pen. Leave the village via the east exir, and kil 
absolutely every creature in the Gizas North Bank zone — yes, including the 
lovable Giza Rabies — chen leave via any exit. Reruen to Gizas North Bank 
‘and you will find char the shy Cluckarric has been lured our of hiding. She's 
accompanied by three Chickarrices, who can be found rolling around different 
pares of the area. IF you alert one of chem, you will alerc all four, which can 
be very dangerous. A really good tacrie is to send 
each ofthe Chickarrices co sleep in curn, followed by 
their mother, and chen dispatch them carefully and 
consecutively with concerted Magick arracks (which 


don't wake up their age). This way; you may even get 
to finish che hune withour suscaining a single peck! 


IFyou do rouse them and are forced to face their 
collective ire, be aware char che Cluckarrice's Mucus 


arrack can infliee Slow; so guard against this by 


‘equipping one or more party members with the Sash 
Accessory if you have ic. Stone Gaze will Perrify 
individuals, so use a Gold Needle or Stona Magick. 
When you've vanquished che Mark and her broad, 
return to Dania to receive your bounty of 1000 Gil, a 
pair of Jackboors and a Rainbow Egg. 


Priocisy Petion _ Clan Rank: 
xr edge aigu and higher 


SIDE-QUEST 2: THE HUNT FOR THE ROCKTOISE 
(THE CRY OF ITS POWER) _ 


Kk Talk to Moncblanc ar the Clan Hall zo hear about this Priority Perition. 


F4 


The Perieioner is Pilika, a Moogle found in the Khus Skygrounds in west 
Bhujerba; you can only reach her once you have fed from che Lhusu Mines 
for che first time. After calking to her, return to the Lhusu Mines.“ Lirde” 
Carbo roams in Site 2, where you previously stumbled upon Ba'Gamnan. 
Hes actually very rough, wich very strong 
physical acracks such as Sonic Tarn. To avoid 
sustaining unnecessary damage, lure him to 
the entrance of the small cave and hit him 
with Magicks and ranged weapons from the 
safery of the narrow passageway: This tacrie 
will ensure thar you will only be exposed to 
the creature's Magicks, which are far weaker 


than its physical attacks. The absolute golden 
tule here is to keep your distance and remain 
patient. Donit get too close, pick away at him 
from afar, and you'll be fine. When che Mark 
is defeared, recuen co Pilika to receive your 
bounty: 1200 Gil, 2 Hi-Porions and a Heavy 
Coat. You can then talk vo Pilika again to kick 
off a fun lieele side-quest 


Pray Petton an Rank 
Hedge Aaight and higher 


SIDE-QUEST 7: 
DIARY OF A MOOGLE 


Afier defearing the Rockroise for Pilika — che Moogle in the Khus 
Skygrounds in Bhujerba — and receiving your reward, calk vo her again. 
Shell ask you to retrieve her Diary. which she left on the second floor of 
Clio's Technicks, She l give you a Merchants Armband so thar you can gain 
admircance vo the second floor. You don't have to equip ic is enough co have 


ir in your possession. Even if you carn her down chis time, you can always 
go back and agree to feech the diary later. When you're ready, head for Clio 
Technicks and ralk to the Shop Clerk sitring on the srairs, Pilika's Diary is 

In the bookcase ac che back of the shop, nexc to the ladder. Pick ie up and,if 
you're feeling especially nosy, choose to read it, This is one Moogle who reali 
shoulda't be allowed to keep pets! Go back and give the Diary co Pilika, 
Shell ask if you read ie, IFyou did, feel free co lie (if you can bear the shame 
of fibbing to a Moogle), ash ll be none the wiser. If you confess thar you 
read the Diary, you’! geta Kilimweave Shirt; if you say that you didn't, shel 
give you the superior Shepherd's Bolero: 
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EI Go west to enter the Ogir-Yensa Sandsea 
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Visit Lohen’s shop: as you will soon see, he has an 


KT © 


impressive selection of wares, so use this oppo 0 stock up ee 


In addition to selling items and pieces of equipment, he also has 


Magicks and even Gambits. If you can't afford the items you want, Oak staff a > : 
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ES Go west on the Platform 1: East 


B Keep going all the way to the west of the Ogir-Yensa Sandsea to reach the 


Tanks until Vossler joins the party as a guest 
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+ 
EA | Climb up the ramp onto the tank that's directly in front of you. Cross 


over the metal bridge to the next tank, then head west to the third tank. Cross 
the bridge to initiate a cutscene, after which Vossler will join you as a guest. 


à < 
B Continue west, via the first Refinery tower. Climb down the ramp to 


the east and head up the opposite ramp to the tower, where you” find a Map of 
the Ogir-Yensa Sandsea. Go back down the ramp and head up the ramp to the 
north. Cross the long metal bridge to the west. You now have a choice of three 
different routes that all eventually lead to the Nam-Yensa Sandsea. Check your 
Location Map to see these for yourself. The top and middle routes take longer, 
but enable you to collect more treasure on the way; the bottom route is more 
direct, so that's the way we'll go. Feel free to make your own choice, of course. 


Head south-west, across the long bridge, to reach Platform 1 — South Tanks. 
Take a detour to the south-west to find some treasure, then head west, across 
two more tanks. When you reach the second tank, take the south-west exit to 
reach the South Tank Approach. Climb down the ramp to the west, head west 
a short distance across the sand, then exit to reach the Yensa Border Tunnel, 
where you'll find a Gate Crystal and a travelling merchant called Dyce who 

is riding a Chocobo. He sells Accessories, Potions and Magicks. By now, vou 
should have sufficient Loot to finance the purchase of Raise and Cura, or any 
other important Magicks tat you couldn't previously afford. From here, head 


Id to reach Augur Hill in the N 


KÜNr HRoUGH 22 
SIM 
EI Keep going west until you reach two Chocobos and a. 
merchant 


@ Head towards the entrance to the Tomb of Raithwall 


SA SANDSEA =- 


INDED LEVEL: LV 15 


Treasure Hunting 
Among the many treasure containers available in the Ogir-Yensa Sandsea, one 
(No. 18) may contain a very potent piece of equipment at this stage of the 
adventure: the Dagger called Main Gauche. Not only is it powerful, it also gives 
a tremendous +34 boost to the Evade attribute. Equip your “tank” (who should 
also be vour leader) with this Dagger and a decent shield, and that character 
will attract and block many physical attacks. 


When you reach the Primary Tank Complex, there's a 75% chance that the 
treasure container will appear. If it's there, you have a 50% chance that it will 
contain an item (and not Gil), and then a 50% chance that the item in question 
will be a Main Gauche. On paper, that leaves an 18.75% probability that you'll 
acquire the Dagger, but it's definitely worth a few attempts! (Note that you only 
need to go three zones away and come back to “respawn” treasure chests.) 


Sandsea Fauna 

At the start of your trek across the desert sands, you'll encounter Alraunes. They 
pose little threat on their own. However, they do tendency to attack in 
packs, which can be dangerous. If possible, try not to get surrounded. You" 

be able to build lengthy chains here; you should also try to steal from them 
frequent, as they carry Succulent Fruits. These are worth over 300 Gil each. 


You will regularly encounter the Urutan-Yensa desert warriors, who often 
prepare for battle by casting Haste. Fortunately, by the time you face them, you" 
have Vossler back in the party, and they really don't stand a chanc st his, 
mighty sword. They occasionally cast Sleep, so either use an Alarm dockor 
target your ally by pressing GD and give them a little bash to wake them up. Be 
gentle, though: you don't want to kill them! 


Towards the end of your trek across the Ogir-Yensa Sandsea, you'll encounter 
Wyverns: flying creatures that can only be hurt by Magick or ranged weapons. 
They're especially weak against Water. 


In the Nam-Yensa Sandsea, you'll face the same type of desert foes that you've 
previously encountered, but you'll also meet Yensas. Be sure to steal Yensa 
Scales from them, as they are very valuable. 


FINAL FANTASY U 


bee 
ZEN 


DYCE “& _ LEGEND 


Cost Effect Dyce 


1400. | Aack Power +10, Eadie +10 Explosion trap 


Mack Poser +35 Esplosin oe Sten Needle trap | 


splasion or Wizarkbane trap 
Effect gf LFTEROOGH 
Eeplosion or Silence Gas trap 


itch Power +1 
Onion Bolts Attack Power +1 ld 
Onion Shot Attack Power « um steen: pe 
Onion ris puck mer 
Name fect 
en 
reset per ven | 
Feng andet | 
immune Slow Í 
page met mmane Bind Ertdies 
Name No. van 
Pon oo Nirune 
vande ost banani 163165, I66I6S 
Bees oss | malt partana 165 
Peers oen En nebe 165,16 17.168 
Ebo tete En ters: 164.165, 166 
Gad vete En malve 166 
4 Narm Clock 054 Wyvem 168 
Tnderhid | we son 164164165168 
Htm an | merit 
we oe va vas 
bear ANS 
ze EN 
mo 
m8 Encounter 
waer vege 
Haile vane 
Debie er) 
ek Cran ers erster 
elke 7 Una denn Derpher 
[io Same 
MEN verie sters 8 | 10 A 
| 
Í 
| 
| 
| 
Dagen yn den Gai de Tant tre ST 


223 


TREASURE CHESTS 
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eross the northern wooden bridge to reach the Withering Shores. Head north as 

from there, across more wooden bridges, to reach the Urutan-Yensa Sea. Go all enter lede | ee 

the way across to the east exit that takes you to the Sandscale Bank, where you'll “> TN nt 

find a Save Crystal. Talk to the Sandsea Moogle: if you agree to lend a hand, di ud End Go | amel 

vou"Il eventually receive a reward that will help you to defeat a powerful boss. 16 | 55 [rs | an mo) pen | Ber [0 | madin 

Afier pledging your assistance, return west to the Urutan-Yensa Sea, then south 1} |T |E ITN ID) Pan} hotes | 450} Krorcf Ran 

wo the Withering Shores, where you will find the Urutan Eater (Fig, 1). Stick x nj De ter | 50 | wrath 
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by. Vaan and Vossler are robust enough to pound away at close range. The 2166 (| NIN | 250} Pen A50 | Kntcf Rt | 
Urutan-Yensas are your allies in this fight, so don't attack them! After defeating E CREE NEN 50 | Kraus 

your main foe, return to the Sandsea Moogle, who will tell vou that the strange | 166 | 77% | ao | sos | 150 | mi-prson 450 | Knotof Rust 

Urutan-Yensa has run of east, towards the Ogir-Yensa Sandsea. Go after him, : =P = 
and climb up the ramp leading to the Platform 2: Refinery to trigger a cutscene. zt EL end klos er! 
Go back down to the Sandscale Bank to witness a shocking event. Talk to the | 68 | con | son | son | zo | Proms 00 | ett | de 
Sandsea Moogle again and pick the Rogue Urutan Flower to obtain a Bunch of EE: TIE CAT 
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Retrace your steps west 0 the Withering Shores, then head west from there, up tno TIE 


the ramp and across the metal bridge to reach the Demesne of the Sandqueen. 
Climb down from the tower and go south, then west, all the way through to the 
Trail of Fading Warmth. Once again head west, cross the wooden bridge, then 2168 | TK 
n, then north, where you'll find Dyce ready to offer provisions — but at 

a price, of course. Sell him all the Loot you've collected, and use the proceeds 

to stock up. You should acquire ranged weapons for an imminent boss 

battle — Killer Bows are a good choice. 
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More Treasure Hunting 
You (can potentially find some very useful treasures in the Nam-Yensa Sandsea, 
particularly the following three Gambits 


© Foe: flying: if you associate this with an offensive Magick, the characters 
concerned will attack any flying foe with Magicks, If they wield melee 
weapons (which have no effect on flying enemies), this will guarantee that, 
they don’t waste their time performing useless physical attacks. 


© Foe: HP = 100%: associate this with the Steal Technick for vour leader, 
and the character concerned will only steal from foes that have maximum 
HP. Have vour other two characters attack the foes targeted by the leader, 
and they will hit them while the leader steals from them. The leader will then 
move on and attempt to steal from another foe, or perform a different action. 
‘This is a great (and effortless) way to harvest large amounts of Loot from 
common or garden enemies. 


© Foe: HP < 1000: associate this with the Attack command and the characters 


<0 E concerned will focus on foes who are close to dying, ensuring that they are 

The entrance to the Tomb of Raithwall is just a few feet ahead of you eliminated as quickly as possible. However, note that this tactic is of most use 
Before the fight, you'll have the opportunity to save your game, and everyone in when your enemies have large amounts of HIP, which will often be the case 
vour party will be revived and healed later in the adventure. 
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RUNTHROUGH 23 


B pefeat the boss 
B climb up the steps and touch the Ancient Device to enter the tomb 


Climb down the central stairs and go west; either flee (run to the end 
of the passage and open the door) or defeat the first Demon Wall 


B Run towards the second Demon Wall and defeat it | 
B Go west through the Ancient Door, then watch the cutscene 


B Head all the way down the stairs to the right; work your way round | 
until you reach a chamber with a Way Stone and the Northfall | 
Pedestal; choose to “Touch the jewel”, then touch the activated Way | 
Stone to be teleported back to the Royal Passage | 


1 Go down the south steps this time, then make your way round to the | 
‘Southfall Passage; when you come to the Southfall Pedestal, press the. 
green jewel; go through the gap left by the descending pedestal and 
open the Ancient Door 


B Head for the middle of the Cloister of Flame, down the central flight of 
stairs 


EB Defeat the boss 


E Go through the Ancient Door and down the steps to the Chamber of 
st Light to receive the Dawn Shard 


[B Go back down and touch the Way Stone; leave the Tomb of Raithwall 
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Water and Thunder Magick work really well against this flving boss. You will also maximise your chances If 


ou equip vour characters with ranged weapons: either the Killer Bow sold by Dyce, or Balthier's Vega gun 
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SIDE-QUEST 2:THE HUNT FOR THE WYVERN LORD 
[ Pics | (A SCREAM FROM THE SKY) 


‘Sherral is the Imperial looking at swords in Amal's Weaponry. You can find che Mark ar Simoon Bluff in the far west of 
the Nam-Yensa Sandsea. Wait until you've reached the Tomb of Raichwall Gare Crystal before you atrempe chis hunt, as 
the quickest way co reach chis Mark is co releport to che Tomb of Raichwall and head back eas to Simoon Bluff. 


First of all, tread warily — ther 


ance. Secondly; before you tackle the creature, make sure that you have 
ar least two characters char can u pons in the party. Thirdly, clear our any other enemies ín the viciniey before 


turning your attention to the Mark. The Wyvern Lord can be found hovering ar the top of che bluff. Ie will cast Aero and 


Gus, so having Windbreakers equipped is a big help. Try casting Sleep on ir, then hit ie with ocher Magicks. Alrernacivelj 


LH simply attack ie wieh your ranged weapons and heal frequently. When you'v he Mark, return co Sherral co 


ongbow and a Shell Sh: 


Peutioner: Sherral, 
(habanastre: Amal Wespoars map 1-1-2) 


receive 1000 


| Dyce has followed you: he's at the bottom ofthe steps should you need to stock up on further supplies. Take the 
opportunity to save your game at the Gate Crystal, and then touch the Ancient Device to enter the tomb. 
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When you materialise in the Hall of the Destrover, vou'll discover that 
the unusual device is actually a Way Stone: a form of transportation that spirits 
vou away to another part of the tomb. There's another one justin front of vou 
but it's currently deactivated, Head down the steps to the left to encountera a wurTmwwar 
surprise: Demon Wall! You can choose to stand and fight or to run. Unless you 
have spent hours levelling up, you'd better lee as quickly as vou can and escape 
through the Ancient Door at the far end. Unfortunately, you'1l run straight into < 
another Demon Wall... and this time you can't escape. 


Should you choose to confront the first Demon Wall, whether now or later, you 
should essentially follow the same tactics as for the second one. However, it's a 
rder battle that must be won within a shorter time frame. Speed is the 


key: start with a Quickening chain and ideally a powerful Concurrence (before 


much h: 


one party member can be banished with Telega), then pound away with physical 
attacks until late in the battle, then bring in any reserve members with full MP to 
trigger a final series of Quickenings followed hy a Concurrence. If vou manage 

to defeat the boss, you will gain access to the side stairs. These lead to a treasure 
chest which can contain a Demonsbane, a very powerful sword that will make 
vour progress through the rest of the Tomb much, much easier. Feel free to make 
several attempts until you obtain at least one Demonsbane (go three zones away 
and come back to respawn the treasure chests) — it's well worth the extra effort. 


BOSS: DEMON WALL 


The bass is racing remorselessly towards you, and must be defeated 
before it reaches the end af the room and crushes the Run up as close 
‚ou can to the boss and look for the nearest flame on the wall (Fig, 1). Examine 


the Altar of Gonterr 


tion and select “Touch the brazier”. If the flame goes out, 


the boss will be temporarily frozen in place. If it turns blue, the Demon Wall wil 
speed up! When this happens, you must quickly find another flame — usually 
the one uch the brazier again to hopefully stop the boss. Most 

es tend to ge Iy 6 out of 8), so the odds are in your favour 
Rush up to the boss and pound away as fiercely as possible, Set Gambits w attack 
Nearest visible” foes rather than “Party leader's target”, so that the other part 
members attack the wall continuously. Have Eye Drops handy to cure Blind when 
Itcasts Blindga. or even better equip some of your characters with Accessories that 
make them iraamune to Blind oe Sleep, You shoukd 


also he prepared to lose one of your party members 


ifthe Wall cast Telega and banishes them to the X 
Zone, this happens, they’ be gone for the rest of the 
te, so quickly bring in ane of your reserves 
No. Iv u EPU 
ost jo, 0 9 


Once the Demon Wall is defeated, you'll find yourself in the Hall of 
the Sentinel. Go west, through the Ancient Door at the end of the walkway, and 
watch the cutscene, 


KF | Climb down the steps in the Royal Passage to reach the central arca, 


where you will find an Urn containing the Map of the Tomb of Raithwall. There 
are three Way Stones here; only the middle one is active for now. You can use it 
to return to the Hall of the Destroyer and then teleport back outside to the Gate 
Crystal to save your game. This means that you can avoid the first Demon Wall 
ifyou didn't defeat it, and will enable you to revive and heal your characters. 
When you return to the Royal Passage, go all the way down the steps to the right 
Turn right and down the next set of steps. Go through the Ancient Door to reach 
Northfall Passage. Work your way round undl you reach a chamber with a Way 
Stone and the Northfall Pedestal, which houses à crimson jewel. Choose to “Touch 
the jewel" to lower the nearby pedestal halfway. You will then be attacked by two. 
Zombie Mages, so dispatch them with Raise or a Phoenix Down, and then touch 
the activated Way Stone to be teleported back to the Roval Passage. 


IG | Go down the left-hand steps this time, then down the next flight of stairs 
and through the Ancient Door to reach Southfall Passage. Be warned that the 
enemies are more dangerous now. As before, work your way round untl you 
reach & room with a Way Stone and the Southfall Pedestal. Touch the green jewel 
jd use Raise to repel the three Lichs that ambush you. If they cast Oil on you, use 
a Handkerchief to remove it as soon as possible. Use the Way Stone to go back to 
the Royal Passage. Now might be a good time to head back outside and save your 
game, and maybe even buy some more equipment from Dyce, after selling him 
some of your dungeon Loot. To prepare for the next boss battle, make sure that 
vou have the Protect, Water and Shell Magicks, and plenty of Handkerchiefs, Hi- 
Potions and Phoenix Downs. Return to the Royal Passage and use either the red or. 
green Way Stone to return to either the Northfall or Southfall Passage. Go through 
the gap left by the pedestal and open the Ancient Door to trigger a cutscene. 
—_$ 


0 You emerge in the Cloister of Flame. Head for the middle of the 


cloister, down the central flight of steps, collecting the Treasure from the Úrns 
along the way. Now prepare yourself for a fierce boss bale! 


4 


Espers 

After defeating Belias, you will receive your first Esper: Belias the Gigas. The 
nest time that you select the Licences option from the Party Menu, you'll be told 
that the Licence for Belias has been added to the board. It costs 10 LP. Only one 
character may acquire each Esper. 


Once an Esper is assigned to a particular character, you can select it via the Mist 
option in the Battle Menu, provided that the character in question has sufficient 
MP. When the Esper is summoned, it will fight alongside the character who 
summoned it. The Esper will be dismissed if and whien it, or its summoner, is 
defeated, so it pays to keep the summoner alive long enough for the Esper to 
launch its special attack. See page 47 to learn much more about Espers 


Tomb of Raithwall Fauna 

well, they look like Steelings, and they're just as annoying, but the flsing 
creatures that inhabit the tomb are actually Seekers. They're very, very easy 10 
deal with, and you should be able to build up quite a chain of them. However, 
they can occasionally trigger Self Sacrifice, destroying themselves and causing, 
vour party considerable d 


4 


Raise will kill the Zombies stalking the passageways in the depths of the tomb. 
Ragohs are weak against Aero, but if you don’t have access to it vet, physical 
attacks will work just as well. They're very slow moving and don't pack much 
of a punch, though they can cast Magick such as Blizzard, so try casting Silence. 
on them. They can inflict considerable damage with Self-Destruct, so defeat 
them before they geta chance to use it. Lesser Chimeras are weak against Water, 
Aqua Shot can take them down in one go, if you have it and  gun-wielding party 
member 


In Southfall Passage you'll meet Lichs for the first time, They look scary, but 
they're weak against White Magic: use Raise to fell them instantly. The same 
goes for Skull Warriors and Lost Souls. Cultsworn Lichs are a little more robust, 
but can be defeated in the same way 


4 + 
ep) Head west through the Ancient Door, and down the steps to the 


amber of First Light. Go past the Way Stone and up the steps to trigger a 
Cutseene, during, which you will receive the Dawn Shard. 
mi 


EK Go back dovmrand usethe Way Stone to warp to the Way Stone in the 


Hall of the Destroyer, and then. warp back out from there to the exit. Be sure to 
SAVE vourgamesbefore voudleave thetomb, then sit back and enjoy the show! 


„BOSS: BELIAS 


No 


BAE magic is obviously of nc 


here! On the other hand, W 


works extremely well. The 


best strategy is to have 
characters cast Water Magick, 
while a third fires a Gun 


two 


(loaded, ideally, wh Agua Sha 
WERO LEI From the Bazaar). Another option is to 
ua EIBERT Wer Motes if vou have am 
MB is's FRE Are predominatel physical, so cast Protect on 
Wer party. ShElPAiso proves helpful against Fire attacks, If you're 
altied O1 een Vlet a Handkerchief before your foe casts Fire or 
Vire 10 keep votre. levels above 50%. Note that the b 
contains two Urs willpotentially useful treasures 


ue 
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Defeat the boss 


ENEMIES 


| BOSS: VOSSLER 


Once the cutscene ends, a boss 


battle ensues against Vossler 

and three Imperial Soldiers on 
board Light Cruiser Shiva, If you have been 
maintaining Fran's level up to this point, 


include her in our active party: she has the 
Berserk status, and will inflict heavy damage. 
You'll need to heal her regularly w maintain 
her furious assault 


Focus your attacks on the Imperials first, as they have the Hast 
effect active. If you're running low on Phoenix Downs, vou 
steal more from them. It may be worth your while to atternpt 
chain at the beginning of the battle, directed 

currence finish and 2 lite luck, vou'1 
dispatch all three of his guards in one fell swoop. 


Vassler will target a specific member of your party (especially Basch) | 
until he or she falls. Cast Protect on that character and heal them regularly, 
ideally with Hi-Pations. Vossler is inclined to cast Haste and Shell on himself, so 
use Slow w counteract his increased attack speed if you have it. Vossler will become 
tmore aggressive once his HP is reduced to approximately 20%. At this point, 

ts a sound tactic to introduce your reserves and unleash a Quickening chain 
culminating in a Concurrence to bring the 
batde to a close 
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“=_RABANASTRE= 


RECOMMENDED LEVEL: LV 18 


€ 
A) Afier your battle with Vossler you will arrive in Rabanastre’s Muthru Bazaar. This is 4 great timeto | 


visit the Clan Provisioner and Montblanc in the Clan Hall, and to undertake several side-quests and hunts 
(many of which were triggered when you acquired the Dawn Shard in the Tomb of Raithwall), New goods 
have also arrived in the shops, so sell your Loot and stock up. When you're ready to continue with the 
adventure, travel to Southgate and head for Giza Plains. 


SIDE-QUEST 5 


| CONVERSATIONS WITH KTJN 
Kejn is ready to ask her chird question in Rabanastre. You have a choice of three possible ld 


answers. In order to obtain che best piece of equipment from the Viera at the end of che quest, you should 
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3 Leave Rabanastre via the South Gate to 
reach Giza Plains 


reply:“IEIL never happen. For more derails on this side-quest, turn to page 207 and page 329. 
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SIDE-QUEST 11 
BHUJERBAN MADHU MADNESS 


You must be in Bhujerba co participate in this quest, so either teleport there 
or take an Airship. The object of this exercise is co furnish cerrain chirsty 
Bhujerbans wich 14 hidden casks of the famous Bhujerban Madhu. To find 
the borrles, simply head to che areas marked wich 2 B on che map. When 
“Bortle of Spirits” appears, press ® to pick up che 


Cask of Bhujerban Madhu 


To make a tidy profit, approach one of the 


customers (again, refer to the map) Strike up à 
conversation and they Il automatically spot char 
you have a bottle of Bhujerban Madhu, and offer 
a princely 1000 Gil (you can also sell che drink in 
shops, bur you'll receive à mere 250 Gil). Accept 


this generous sum co complere che trade 


You can witness a number of funny scenes 


during this side-quest (Fig, 1 Ies actually worth 


ply co warch es 


finding and selling the casks si 
anfold — and the Gil are a welcome bonus. Note 


th e bottle to che 


s possible co sell more 


same Bhujerban, bur leave the area 


and return before ransaction can 


Djerba 
gean 
Bueren 
Sp led 

Sfeban Guru 
Luu Miner 
stap lek 
Stap lek 
Lsa Miner 
Bluf 

IE loudbome Patroa 
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SIDE-QUEST 13: HELP JULY THE STREETEAR (PART 1) 


This side-quest becomes available once you have obraïned the Dawn Shard. It 
is the only one ìn the whole game thar is cime-specifie: you must complete Parr 
1 before you defeat Judge Bergan at Mt Bur-Omisace. IF you waït undil the story 
takes you to Nalbina Town, you will forgo the opportuniry to complete it 


bican in the 


irsbip to Nalbina and make your way to West Bar 
be sure to activate the Gate Crystal in this area as 


rials, Gibbs and Dew 


south-west corner of tof 


Ape 


you pass by) e two Im z, who are guarding 


the exit to the Mosphoran Highwaste. Warch the curscene, then 


hire a Chocoba: 


from Gurdy the Moogle on the other side of the str 


et. This unfore 


costs a massive 800 Gil, bur ies the only way to complete che side-quest. Ride 


the Ch 


coba towards the Imperials to rigs 


ran amusing 


scene. July che 


tear will thank you for your help and depart. However, you wont receive a 
reward from her until you visit Archades larer in the game. We'll alert you wherf 
es in the Walkth 


SIDE-QUEST 10: THE CASE OF THE MISSING CACTOID 


This side-quest is unlocked once you obtain the Dawn Shard, and coincides 
wich the start of the rainy season at G 


Plains. Is a good 


ea to complete 
ie when you return to Rabanastre after your barrle wich Vossler, and before 


you embark on the newr stage of your adventure. To initiate ir you must have 


defeated the Flowering Cacroid Mark and given che Cactus Flower to Dantros 


Wife. Head for the 


uth Bank Village; you can use a Gare Crystal and selec 
Dalmasca Estersand from the Teleport menu to ger chere quickly 


Talk to Tchígr 
out hi 


je east jetty; he's 


worried al her, che 


ing 


ferry boar 0 accompany 


h Bank V 


se to 


estigate. When you arrive, you will 


ksel surrou 


the Cacroids leave 


ly a family of 


Cactoids will rush over in search of a lose sibling, a Cactoid named Dran —a 


Flowering Cacroid! 


After the conversation you will automacicaly reuen co ch 


to Dantros Wife, who will remind you char you slew the Cactoid earlies 


in turn used his remains to creat 
d 


discard: 


Hower from the ground. Dran 


lorch Bank 


about your discovery 


d flower. When the word “Dra 


South Bank Vill 


ne. Oops! Look behind che house 


rs (F examine 


che very least, newly grown ficsimile— 


North E 


en with him to the 


reunion, the 


es, you'll rece 


bonus, you can n 


ghr like co 


can Patient 


205 to read about Parr 


TE 


t she 
And the 
ull che 


west from the North Bank Village co reach the Yoma, Be careful as you 


wel through this area, as the Worgen thar prowl around are quite powerful; ie 
be prudent zo jog briskly, with occasional bouts of purposeful lezing. You 

also avoid traps and the Wild Saurian by the north exit. Head north to 
Benter che Broken Sands and look for the “Mysterious Glint” in à ravine, next 
Bao sbe pink-leaved trees (Fig. 3). Examine the first tre 


o obtain a Drop of 
Waleblossom Dew: You can collect up to three drops a a time. The first vwo 


o around the ravine to reach che third, 


mees are easy to reach, but you must 
Which will encail an uncomfortable sprint wich à pack of Worgen snapping 
your heels. Rest assured: che reward makes the effort of obtaining all three 


worshwhile! 


Reruen co che Norh Bank Village 
fide back across che river. Give t 


nd speak to Tchigrí on che jerry co ger a free 


Valeblossom Dew to Dantro's Wife; as with 


all he items in chis quest, they are no longer available to you once you hand 


them over: As long as you have kept the G 


ar Serpentskin, gained when you 


defented hogg Mark (see pag; he will notice thar you 


ncrease the value of your reward. 


Biak you co hand it over. Do so — it will 


Now exir che v then rerum a 


1 calk to Danrro's Wife agal 


je as fully re is waiting ar the 
u. Scrike 


Iwill chen receive che Barheim Ka 


you char che 


to speak vo y pac wich che Recovering Tra 


to find che hid 


alle Zalera (see page 315), and the Mark named Bloodwing (see pag 


(The race of the Recovering Traveller is determined by how many in 


d to Dantro's Wife, IFyou gave her seven or less, che patient will be 
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E Head south through Giza Plains until you reach Ozmone Plain 


FINAL FANTASY UL 


SIDE-QUEST 3 
THE DALMASCAN PATIENT (PART 2} 


Bangaas if you gave her eight to twelve, the patient will be a Hume: if you gave 
her chirceen, the patient will be à Moogle. This is why the Great Serpeneskin 


is so imporcane, as ir is worth three ingredienes. The final gift that you receive 


from the traveller depends on their 
race, as the following table reveals: 


Bangsa | Barheim Ko, Balance Mot 
8 3 E Mme Baret ey, Magick Gloves 
If you receive the Golden Amule for 

oogde | Barhem Key, Golden Aret 


aperfecr” result, congratularions! 
You've obrained à powerful Accessory long before ir becomes freely available in 
the course of the main adventure. Equip a member of your party with ie, and 
they will receive double LP every rime you defeae à foe. This Accessory is unique 
erve members. 


in char ies active effect functions when it is worn bj 


GIZA PLAINS =- 
(THE RAINS) 


RECOMMENDE 


4 
1 Head south along Throne Road to reach the Nomad Village, which is 


B LEVELSEM 18 


looking a little different now that the rains have come. Ws virtually deserted, 
though you can take the opportunity to talk to Sadeen to kick off the Croakadile 
hunt. In fact, you will actually encounter the Mark en route to your next 
destination. Take the west exit from the village to reach Toam Hills, then 

work your way round to the south to reach Starfall Field. Go all the way to the 
southernmost exit to reach Ozmone Plain. 


Wet or Dry? 

Once yau obtain the Dawn Shard, the rainy season will begin in Giza Plains and. 
will continue until after you have visited the Lull of the Land area in Jahara. 
From this point forward, the Wet and Dry spells on Giza Plains will alte 
over a much shorter period of time. The Dry season will usually last for roughly 
two hours, and the Wet for one hour. Turn to page 32 to learn how to predict 
the changing of the Giza Plains seasons. 


Giza Plains (The Rains) Fauna 

Resist the temptation to hire a Chocobo for this journey, as making your way 
tbrough the monster-infested wetlands is an effective and easy way to level up 
and earn LP. Hyenas are plentiful, and they're weak against Water. You'll also 
encounter Gigantoads who are weak against Fire; they can often be found 
sleeping, which enables you to make a powerful initial attack. They waste no 
time in casting Regen, so crush them before they get a chance to unleash their 
Lunge attack. Rain Dancers and the amazing-looking Woolly Gators will do you 
no harm unless provoked. Unfortunately, the Loot you can obtain in this location 
is generally not very valuable. 
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SIDE-QUEST 2: THE HUNT FOR THE CROAKADILE EN 
TREASURE CHESTS (A RING IN THE RAIN) 
Diarmond Armer Equipped K 
is ag This hunt appears on che Noriceboards after you obtain the Dawn Shard. To Á 
6 eri inieiate it, calk vo Sadeen ar che Nomad Village during the Giza Plains rainy 
EET IEEE season, then head for the nearby Starfall Field. You will find the Mark close 
150 | Kaotof Rus 500 | knorof Rus heftgs Mete to the wooden bridge. eel vurTanaws 
150 | Phoenix boer soo |_kootof Rust |_ Fout Vote 
jaer | ar | zons 150 | Koorts S00| Kreta | ape This Mark relies primarily on physical acracks such as Gnaw. Nevertheless, 
EEE Krotof Kust 00 |_KnatafRmt_| Reega Nate make sure you stay very close to it, or ie will case Renew and completely — 
ENE Krat fust 00 | nota st | vais Mete À : [ 
EET IR REE restore its own HP. The Mark is very weak against Fire, so this is a good 
Bis | an AT En time to call Belias into action; if you can cast Blind on che Croakadile first so 
AE EES | ads thar it can't land many hies on your Esper, all the berer It's also a good idea, 
tab rs | as Phoenix Doen 400 | nato to keep sufficiene Magick in reserve to 
4 | ars | ams | Gos | zon | Kotal Kato Rust enable you co string together a couple of 
VB) zen | asen) 220 | Echo tete doo | Knotof Rust Quickening chains towards the end of the 
Lb CAESENESTIEN ENT fighe, when the Mark will cast Growing 
ICA ART 0 | Koef dt 
sen | sen |d| 10 | ore to Wo |t os hreae o double ies level 
zen [se [sn [160 {_ Echoes 400 | norof ut 
55 to | woorotrus 400 | Knorof st When your quarry finally croaks ies last, 
Da a [arc [10 | ans 300 | Frater you will obeain the Ring of che Toad. Go 
gn Ln GD | Krtek | Dart O0 td Rt elen Dak ro the Nomad Village and speak vo 
nn oct R tel Bat ame ne Sadeen, who will reward you with 1200 
ad ed bed BNL zel sith Gil, a Serpent Rod and a Teleport Stone 
wlan) |d| he || Knef | Wapse He will also ach ke diercaf 
ars | ars | (an | 210 | Phoenie oam [Darke | 400 |_Kaotel Rumt_| Reflect ite keeps tege Je 
rs | ams | son | 210 | kort mast 00 | nota Rust | Vaishga Mote the Toad back co his beloved. To do chis 
zen | as |oo | zw soo | snotottust |F you must wair until che dry season reruens 
CAE ACAEDINTE LT 00 | aorefast |_apibe to the plains, then speak co Elder Brunoa 
55 {20 | Krerolt 400 | Kotal fist | Vanish Nate fthie te Palliresenrnen 
AE 210 [teton 40 | Knorof Rt | Flite Sadeen during The Wer and rel him 
ao | aon | co | 300 | woare st #0 | Knotof fist | hatance la 
about Brunoa's reaction to witness che 
oor | ars | | zoo | soan Kotof Rust tegn Mee resolution of this story 
are || a | an | mf Kaats} No Kn 
sn Knot of Rust Knotof Rust …_Scthe Mete Petitioner: 6f GLA PLAINS CRAINS? 
_ Sadeen (Gira Plains (The Rains): Nomad Village, map 4-2) 
4 E Tal 
RuNTHSGUGHBA Se ® Af Ë 
B] Head south through the Field of Fallen Wings and the Switchback; once in Haulo Green, make for the 
western exit to reach Jahara 
rd B. 4 zE 
— — ——— — 4 
Go south acrgssthe Field of Fallen Wings to reach the Switëhback. From there, make for the 
south-east exit to reach Haulo Green and then make for the westerfj@xit that leads to Jahara. 
Ozmone Fauna j 
Strolling past the harmless, frolicking Ozmone Hares, vou"ll soon engounter flying Zus. Melee attacks can't 
reach them; so use fanged weapons, Magicks or viable Technicks. Th@y like to cast Slow, and may also 
unleash 4 Kamikaze attack. The magnificent Mesmenir are well worth fighting because they drop valuable 
Iron Carapaces, but take care: their Spike Cutter assault can inflict severe damage. Vipers have strong physical. 
attacks, so d to divert their darting strikes. en 
B jn prefer melee attacks (again, use Blind if nêgessäf), and are weak against Thunder, 
Water and Holy rs are weak against Water and gen se very lide rea. Zaghal, howeser. 
‘are physically very. | and can overwhelm your party if they attack ín numbers. Blind and Disable work 
well against them, and their elemental vulnerability is Wind. 
Sf 
pr 
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TREASURE CHESTS 


Treasure Data Diamond Armlet Equipped 
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| ED Talk to the Garif Warrior who is guarding the bridge to eventually gain 
P admitance to the Lull of the Land 


B talk 0 War-chief Supinelu who will tell you to speak with the Elders 
B talk to High-chief Zayalu; receive the Jaya Stick 


B Give the Java Stick to Supinelu and tell him that you want to meet the 
Great-chief 


B Gross the bridge to enter the Elderknoll; approach the warrior and 
ask to meet the Great-chief 


A Receive a Killer Bow and a quiver of Onion Arrows from Supinelu, 


then exit the village 


|: RE 


ct sepr de reren be Gas Er or ch 


You enter the Land of the Garif at the Banks of the Sogoht. You can sas 
pur game at the Gate Crystal, and there's a Cartographers’ Guild Moogle here 
who will sell you maps of the Ozmone Plain and Jahara. Gurdy will supply vou, 
tha Chocobo at the discount rate of 30 Gil, but don't take him up on his offer 
Just vet. Talk to the Garif Warrior guarding the bridge. The Garif War-chief will 
vouch for you, and the guard will allow you to pass. 


pinelu, who will tell you to speak to the Elders. 
Elder that you need to consult is High-chief Zayalu, who can be found with 
eomancer Yugelu on the hill in the north of the Lull of the Land zone. 


7e 
'Zayalu tells you to talk to the Great-chief, and gives vou a Jaya Stick to 


< 
ief Supinelu, who can be found by the bridge to the west 


k and tell him that you would like to meet the Great-chief. 


Cross the bridge 1o the Elderknoll. Approach the Warrior and ask to 
meet the Great-chief to trigger a cutscene. 


JAHARA / 
-— LAND OF THE GARIF= 


RECOMMENDED LEVEL: LV 18 
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LEGEND 


Geri Trader 


Canographer Noogle 


EEN 


A great guest! 
Larsa is a fantastic guest to have at your side. Not only is he a competent fighter, 
he's-also unfailingly generous with his supply of Hi-Potions when members of 
vour party fall below 50% HP. He can even use X-Potions when allies have less 
than 10% of their HP left. As he draws these items from his own infinite stock, 
the boy warrior is a tremendous help during difficult battles. Of course, he 
needs a little time between each use (otherwise, things would be too easy), but 
this is nevertheless extremely useful. Even though it leads to a slight reduction 

in EXP gained, it's a good idea to undertake side-quests while Larsa travels with 
vou (he leaves when you meet Anastasis). Even if you suspect that you have yet 
to reach the appropriate level, he can pull you out of difficult situations and help 
vou to — in 4 manner of speaking — punch above your weight 


KF | Eventually Larsa will join the party as a guest. War-chief Supinelu zi 
then givé you a Killer Bow and a Quiver of Onion Arrows — or, if you already 
have a Killer Bow, a Bowgun and a Quiver of Onion Bolts. He has arranged 
for you to have one free Chocobo ride, courtesy of Gurdy, but it's advisable to 
continue on foot for now in order to collect Loot and build up EXP and LP. 
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SIDE-QUEST 2: THE HUNT FOR THE ENKELADOS 
(THE DEFENCE OF OZMONE PLAIN) 


FE 


in the west of che village. If you then ralk to Warrior Hsemu (hes 


the bridge) you will learn char che Mark, which can be found in The 


ed on Ozmone Plain, will only appear if you first defear all Wu monsters 
in the area. Head for the west side of The Shred, which is located on the 
eastern side of the Ozmone Plain. Clear the area of Wus, then leave the zone 
mediarely return to make che Wu-phobie Mark appear. 


This Mark isn't much of a threat, choosing mainly co kick out ar your veam 


with ies thick legs. If you have Dispel, use ie to remove che Mark's Protec 


e barriers, Ie is 


ly susceprible ro negative stacus 


— _ ailmenrs. Try using Disable or Sleep co 


e. without 
plenish 


eive an Errmonea Leaf 


n to Jahara and repor 


ow-chief ro 


1100 Gil, an Ether and 


to Sugumu again and he will ask you: 


mone 


during 
seasàn. When you do so, she will give you 


2 Remedies in rerur 


SIDE-QUEST 14 
VIERA DATING AGENCY 


Speaking ro the Great-chief triggers another side-quest back in Rabanastre 


yon can zravelchere with a minimum of fass via the Jahara Gare 


al 


She reward for this side-quest is of most use if you collect ie ar chis point 
40 weaidvise char yot complete ir now. When you reach Rabanastre. talk 
to the Wandering Viera in S, 


pen); She tells you char she lookin, 


gate (shes standing close to the Chocobo 
ts. Go 


nar he 


for a soul mare before 


and ralk eo her again, first ar Yamoora's Gambits in 


Sandsea. Your next task is to find her à suitable to the 


Wmoora's Gambits, and 


NDW: return ro che Sandsea ans 


Who yon chink is right foe-her. Finally, rerucn to the man who you nominated 
geEcive yourteward. Both potential love interests will give you à Loxley 
Hee bur che Lovestruck Man will also hand over 2 Hi-Poric 


Lovestruck Mân 


de Sourmern Prez 


FINAL PANTAST KI 


bee 


SIDE-QUEST 2 Ze. 
THE HUNT FOR THE WHITE MOUSSE (LOST IN THE PUDDING) 


Mis Hune acrually becomes available before you obtain che Dawn Shard, but its best to wait unril now to even artempt it. As che 
ark is a high level foe and che local monsters are extremely powerful. you'll appreciate the support offered by Larsa. IF you find 
War ies sell coo difficult, you can choose zo try again later. Don't leave it coo late though, as one of your rewards for completing 


Mhebunt is 2 key char will be very useful in ocher quests. ef wurm 


The Petirioner is Sorber, the Moogling Attendant in Westgare. The Mark can be found at the West Sluice Control in che souch: 


(west sector of che G: che Waterway, which you can reach by heading west from the No. 10 Channel. Ies a typical Flan, and 


Wmlleast assorted (and annoying) status effects such as Blind, Poison and Slow. Prepare your party with appropriate Accessories, 


Mihras Sashes to negare Slow. Ir also likes to cast Waterga, so you could equip a Viking Coar ro guard against this. As with ies 


Mellow Flan monsters, the White Mousse is weak against the Fire elemenr, so hir ie with swift bursts of Fire Magick, or Fira if you 


have ie. Casting Reflect on your party; then cargecing them with Fira, co increase the damage inflicred on your foe is an option, 


but you need a large stock of healing arracks are also effective, bur this foe is scant to 


disposal. Mel 


Guns and Measures. 


ive your reward 


efear che Mark, ir will 
Bow. When yo 


before returnin 


When you 
9f2800 Gil and a Yoich 
Mkippear for a momen 


oken Key. Rerarn to Sorber to report your victory ar 
je Broke: 


reward you with the Sluice Gate Key. This key is essen 


de Waterway, and is a requisiee if you want to find as | ne tn | 
==OZMONE PLAIN dee 


RECOMMENDED LEVEL: 


Key, and as long as you have obrained the Dawn Shard, he will 


al if you want co reach 


off-limits a 
dden Espe 


certain previou: 


Cüächul: 


n. 


RUNTHROUGH 29 


ED Make for the south-east exit of the Field of Light Winds to trigger a 
cutscene and emerge on the Sunlit Path. Go east to enter Golmore 


n to reach the northern exit, then make for the 
\Switchback’s north-easterly exit to reach Dagan Flats. Now take the east exit to 
sreach the Field of Light Winds. Travel to the south-east exit to trigger a cutscene. 
he action resumes on the Sunlit Path, where you can save your progress. If you 
valk to the Game Hunter, he'll inform you that a barrier of some description is 
Shocking the route forward in Golmore Jungle. Head east to see for yourself. 


Js 


=—GOLMORE JUNGLE =- 


RECOMMENDED LEVEL: LV 19 


[RUNTHROUGH 30 

ED Head for the exit in the south-east corner of the Paths of Chained 
Light 

B When you reach the Needlebrake, continue east; approach the 


magical barrier to trigger a cutscene; go straight ahead, through the 
pathway created by Fran 
kr 


Rn kg ols 


When vou arrive at the junction just a few steps from the entrance, turn 

Bf and follow the path round. There are some extremely dangerous enemies 

, but luckily you have Larsa along to help; do your utmost to keep him 

in order to profit from his unselfishness with healing potions. Stick to the 
ain path that leads east through the Paths of Chained Light (diversions are not 

advised at this point), then head south-east to reach the Needlebrake. 
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TREASURE CHESTS 
eten nj myne ar 
g east until you arrive at the Magick barrier (Fig, 1), triggering a cutscene. pe pn ee 
Map App. 50 san Gl ons 
hen it ends, go straight ahead along the pathway that Fran reveals. KIEAEACAE Wi idee 1 500 Î knotcfRust |_ %-Poten 
Poon 00 | Koorof Rust zn} sf murTanvacd 
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6 [aaa | oss | so | oo | 20 | voten soo | anarof us 
of a demonic eye. When you first enter the region, you'll meet Panthers, EE: 20 | rain OER 0 | kmotof Rust 
Oihich are protected by Shell. They're vulnerable to Ice Magick, and can be 8 zelle) pon | Bets | 50 
attacks. Their Rake attack is powerful, and Stone Gaze ETE Dn 
MES re aur | a Bergs | 0 
Bih Protect. They use physical attacks such as Lunge and Blast Wave, and can 
TEISI status effect Magicks such as Blind and Slow. However, ( not all the 
Shad news: this may well be the first time in the game that you get to meet the 
Ndreaded Malboros. They are weak against Wind, and thus Aero, but can inflict 
all manner of unpleasant status effects. If you encounter a Malboro during a 
haue against other creatures, you should make it your priority to kill it fist. 
You'll also meet friendly but cautious Treants, who you can leave to go about 
heir business. As for Hellhounds, steer clear of these for now: they're far above 
our level. Feel free to try to attack one if it's clearly alone and you're close to an 
exit, but be ready to flee at any time. 
Agreat levelling-up spot 
SThough a dangerous place, the Golmore Jungle is also a wonderful levelling-up 
spot due to the many Panthers that lurk there. You can find them in numbers 
Ifvou walk back and forth along the northern section of the Paths of Chained 
light Once vou clear the area of Panthers, you can quickly travel two zones 
giway (to the Field of Light Winds on Ozmone Plain) and return to resume your 
Baule Chain. While by no means the most powerful monster in this region, they 
Beld 1000 EXP each, and regularly drop Coeurl Pelts — an excellent piece of el haas 


orthat has a huge resale value of 454 Gil! 


MERLINT VILLAGES 


RECOMMENDED LEVEL: LV 19 


UNTHROUGH 31 


BD Enter the Spiritwood; when you reach the centre, climb up the path 
that winds round the tree; approach the Elders dwelling in the 
north-east to trigger a cutscene 


ED Exit the village 


4 


At the entrance to the village you will find a Gate Crystal and meet vour 
vold friends Lulucce and Tetran, the Moogles that you rescued on board the 
eadnought Leviathan. Lulucce will sell you the Map of Eruyt Village for 60 Gil, 
ind Tetran runs a very handy little store with Accessories, Items and Magicks for 
; Take this opportunity to buy the Esuna and Curaga White Magicks, as well 
the Black Belt Accessory for immunity from Disable. When you're ready, enter 
Spiriwood and follow the path. Head for the route to the north-west that 
ds around the tree and continue on to reach the Fane of the Path. Approach 
ders dwelling in the north-east to trigger a cutscene. 


As you Iéave the village, & cutscene will reveal your next destination: 


” TETRAN mf 


| 


meren Atack Poner wen 


kamides 00 | igding empty-handed 
Sh soo| sramane Slow 
ArgpleArmiet_| 6000 | Imane Hind 
ZF one damage wil 
Blazer Glove / IP stall 
Jade Collar 300} Improve chance 1 Evade 
hachtvans 600} emu hameblse 
vern coo al 28 


Imme: Disable 


Des 20%, more damage with 


MagekGlones | 50 | agih wien HP sl 


Golden Amulet} 4500 | Doubles Licence Pains eammel 


Type Name Cost 


Potin ” Raise 0 


Antidote | 50 Cura so 
Bebrgs | 5 Wan wo 
Phoenix Doen | 25 Bleed DT 
Echoes | 50 berserk 00 
GeltNeede | zoo per En 
Narm leek | so Balance so 
Handherchief | so Omfse Lao 
Mi-Poton | 210 Heen 100 
Bacchus | 120 suna, za 
Wine 

Gravin 200 

Smell Sas 
Float zen0 
peen 250 
Drain san 


RD oe ern Prise 


Cuaruga 


LEGEND 


> Fi, 3000 
Ca 7 

muni | 

plan | som 

ne | vo 


== GOLMORE =- 
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RECOMMENDED LEVEL: LV 19 


a mer geo pe 
RUNTHROUGH 32 


EA Return to Ozmone Plain by going north-west 


à + 
(A Head back the way vou came, west along the Needlebrake, then north 
along the Paths of Chained Light to return to Ozmone Plain. 
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=—OZMONE PLAIN =- 


RECOMMENDED LEVEL: LV 19 
RUNTHROUGH 33 


EN Talk wo the slumped-over Imperial: give him a Potion when he asks 
for one and he'll lend you his Chocobo for free 


WD Enter the Field of Light Winds and follow the Chocobo footprints to 
our left 


B Go forward a few more steps; dismount from the Chocobo and enter 
the Henne \ 


Re-emerge blinking into the sunlight of the Ozmone Plain and speak to 
(he Imperial lying on the ground. Give him a Potion and he'll offer to lend you 
his Chocobo, Talk to him again to accept his offer. He tells you to look out for 
hocobo footprints, which lead to secret paths that only Chocobos can traverse. 


Ride the Chocobo west 0 the Field of Light Winds where you'll soon 
kee Chocobo footprints to your left (Fig, 1). Follow the secret Chocobo path 


kel + 
El You'll encounter five bodies scattered around the cave entrance. 


Dismount from the Chocobo and enter the Henne Mines. 


Chocobo tracks 


Every time you see Chocobo footprints on the ground, it means you have found a 
(Chocobo track. These secret routes are only accessible while riding a Chocobo, 
and often provide a shortcut between zones, Sometimes, as is the case with the} vern vinrr 
Henne Mines, they are the only way to reach a particular location, You'l find all 
Chocobo tracks marked on the maps that appear in this guide. 
„== HENNE MINES == 
RECOMMENDED LEVEL: LV 22 
RUNTHROUGH 34 
ED Head south-east from the entrance: at the Gate Switchboard on the 
left, press the blue switch to open a gate further on in the mine 
D head deeper into the tunnel to reach Pithead Junction A, then go 
through the west gate 
B Follow the tunnel west and then south, through the Phase 1 Shaft; go 
up the small flight of steps and enter the Phase 1 Dig 
B Head east through the maze of tunnels, then go through to Crossover A 
B Go north, up the tunnel; go straight ahead at the fork in the tracks; Í 
head up the stairs and through to Crossover B 
B Press the switch at the south-east end of the tunnel; head west into 
Crossover A, and then north again to Crossover B 
B Go through the northernmost gate to enter the Staging Shaft and 
trigger a cutscene 
ED Defeat the boss 
F Sd 
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Head south from the entrance until you reach a Gate Switchboard on 
the left, then press the blue switch to open a gate further along the tunnel; now 
resume vour journey to the south. A little further into the tunnel you'll see an 
Advisory, Gate Operation notice on the right-hand wall, which details the colour- 
coded gate switch system. It informs you that red and blue gates cannot be open 
at the same time — if you open a blue gate by pressing a blue switch, all red 
gates will shut, and vice versa. 


40 Head deeper into the tunnel to reach Pithead Junction A. Press the 


red switch to open the southern and eastern gates. Three Jellies will drop down 
from the ceiling; they're vulnerable against Fire. Move along the east passage 
which is positively infested with Seekers and Redmaws, to find the Map of the 
Henne Mines. Return to the last switch and press it to open the blue gates (this 
will trigger the appearance of four more Jellies). Go through the west gate. 


ki C # 
E ‘ollow the tunnel west and then south, through the Phase 1 Shaft, 


When you reach the small flight of stairs on the right, go up and enter the 
Phase 1 Dig. 


KD | Follow the main passage until you reach a maze of tunnels. Go south 


at the first intersection, then east at the second, and east again at the third en 
route to Crossover A. However, you could also opt to search for Treasure Uens 
in the other tunnels, some of which may contain Gambit targets or equipment 
Treasure Urn number 10 is especially worth the detour as it may contain a 
Golden Amulet 


à + 
El Go north, along the tunnel. When you come to a fork, go straight 


ahead — the western tunnel is closed for now. Head up the stairs on the right 
and through to Crossover B 


à + 
IE) Follow the tunnel all the way to the south-east to enter Pithead 


Junction B. Press the red switch to open the red gate; this will trigger a 
hazardous Jelly ambush. If you find vourself overwhelmed by this gelatinous 
onslaught, you can exit immediately. However, you can obtain a notable sum 

of EXP in a matter of mere seconds here. Simply summon Belias (ideally just 
before you press the switch), and he'll help you make short work of your 
opponents, particularly when he uses his Esper Technick, Hellfire. Dispatch any 
surviving Jellies with your team, then head west into Crossover A, then around 
and back north again to reach Crossover B. 


+ 
IG | Work your way south and then up again to the north of the rectangular 


corridor to enter the Staging Shaft and trigger a cutscene. Your quarry will run 
away, but there's a Gate Crystal that you can use to save your progress. Prepare 
vour team for the imminent boss battle by casting Protect; you should also equip 
the Black Belt Accessory if you have it 


Henne Fauna 

Seekers are as easy as ever to deal with, but Redmaws use Leech to draw HP 
from their prey, so they can be quite dangerous. You can use Disable to keep 
them at bay. Both of these creatures belong to the same Classification, and 
may drop (respectively) Blood Swords and Ice Shields which will come in 
very handy for a future boss battle) if you can form a long Battle Chain. You 
also expect to be ambushed by groups of Jellies, who can be lethal when 
they surround and trap the party. They favour strong physical attacks, such as 


Slap, and sometimes inflict the Poison or Confuse status effects. They're weak 
against Fire, so choose appropriate Magick and ammunition; you can also cast 
Oil before summoning Belias to set them ablaze. Jellies tend to cast Divide and. 
split in two if you don’ finish them off quickly enough. If your party is being, 
overwhelmed by their sheer weight of numbers, escape to an adjoining area, 
to heal before returning to finish the fight. Deeper in the mines you may face 
Nightmares, which use Dark Magick. Silence works well on them. You'1l also 
find Thunderbugs disguised as Treasure Urns, which can be attacked with 
Blizzard. The Tyranoroxes that you'll meet towards the end of the level appear 
more imposing than they actually are. Just use Blind, then Aero or physical 
attacks to take them down. 


BOSS: TIAMAT 


IH Tiamat uses frequent physical attacks, so the use of Protect is of 


obvious benefit. He tends to concentrate on one person at « time, so his target 
should ideally be equipped with a good shield. This monster is vulnerable to 
Earth attacks (which isn't something vou can take advantage of), immune 
against most status alments, and has a tendency to cast Reflect, so stick to 
melee anacks, Once in a while he will cast Aero, Breath or Disablega (hence the. 
importance of Black Belts). Be quick to heal your entire team (including Larsa 
with Cura, and the character specifically targeted by ‘Tiamat with Curaga. You 
can also set up a Gaumbit to automatically cast Raise when party members are 
kod | 


When Tiamat's HP falls below 20%, his defensive capabilities will increase. 
This is an opportune moment o use Bacchus's 
Wine on your primary melee fighter to induce the 
Berserk status. A cutscene will begin once the boss is 
defeated, and vour party will automatically return 
to Eruyt Village. 
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RECOMMENDED LEVEL: LV 25 


a 


ene op 


RUNTHROUGH 35 


B Return to Golmore Jungle after receiving Lente's Tear in Eruyt Village; 
approach the magical barrier 


B Go vo the Parting Glade via Whisperleaf Way 
B pefeat the boss; head east and exit the jungle 


x 
LS 


During the cutscene in Eruyt Village, you will re 
Mfierwards, take the time to stock up at Tetran's shop. Make sure you have 
Several Echo Herbs, Handkerchiefs, Smelling Salts and Antidotes available, 
asthey will be essential during an imminent boss battle. You should also pay 
special attention to the new wares the Moogle has for sale. Not only does he now 
ler powerful Magicks, including Fira, Thundara, Blizzara and the extremely 
important Haste spell, he also has Golden Amulets in stock. Ideally you should 
zaim to own six, so that all members of your party can wear one unless the 
demands of a particular battle make another Accessory more appropfiate. Your 
serve members should wear them at all times to double LP growth during, 


periods of inactivity 


Wi vour shopping spree complete, return to the Golmore 
Jungle and approach the Magick barrier. The power of Lente's 
Near will cause it to 


Walk east along Whisperleaf Way and 
Sraight on to the Parting Glade, where you'll finda _ % 
(Gate Grystal. Go north to face another boss battle. 
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EN 
e BOSS: ELDER WYRM | 
‘This boss and his two Treant accomplices are weak against Wind. As 
both minions can be a nuisance, take care of them immediately with Aero or a. 
Quickening chain followed by the mast powerful Concurrence you can achieve. 
‘The Elder Wyrm regularly inflicts status ailments such as Blind, Confuse and es waurranoocn 


Petrify, so be prepared 10 rernove these efect immediately; you could also establish 
suitable Gambits w automate this process (for example, assigning, Smelling Salts 

to Ally: status = Confuse). This bass's most dangerous attack is Sporefall, which | amd 
inflicts Oil, Poison, Sap and Confuse. You should immediately remove Oil with a, 

Handkerchief before the monster has time to launch its Fireball attack. Haste will 

cure Slow; and Esuna should take care of the remaining ailments. Meanwhile, 

maintain a steady onslaught of physical attacks to wear down the monster. You 

can also try to inflict the Silence status ailment, though it ma a few attempts 

before it penetrates your adversary's defences. Once again, Larsa does « first-rate 

Job of healing everyone, so keep him healthy! 


After defedting the boss, head east through 

the Branéhway and continue east along the 
Greensywathe until you reach the exit that takes vou 
to theParamina Rift 


The Elder Wyrm can be an extremely challenging foe, and may prove difficult 
to beat unless you have made an effort to build a balanced party. If you find 
vourself frustrated by this encounter, you can reach Paramina Rift via a 
alternative route. From Eruvt Village, travel south through the Needlebrake and 
the Rustling Chapel to reach the Feywood. In the Walk of Fliting Rifts area, 
follow the northern boundary to the east (hold @ to flee — the local monsters. 
are far too tough for you at the moment) to arrive at the exit to the Paramina 
ft. From Icebound Flow, travel north to reach the Head of the Silverflow area 
d resume your adventure. We strongly advise that vou consult the Tactics 
chapter for tips on how to improve vour party; you can return to fight the Elder 
once your characters are better equipped to win the battle 


(RunthikoucH 36 


E3 head north-east to the Freezing Gorge; watch the cutscene 
D Head north to reach Mt Bur-Omisace 


edstose (he,Save Crystal before entering the Head of the Silverflow area. 
east Ó reach An exit to the Freezing Gorge. A cutscene will begin. 


'Maké vour wayttrough the Freezing Gorge. When you reach a fork in 
ing north) at the second forkto___ | 
access the sacrêd mountain. 
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EA RUNTHROUGH 37 

Your first stop on the mountain is the Sand-strewn Pass, where you'll B From the Sand-strewn Pass, follow the only possible way forward 
find a Gate Crystal and two merchants. You should seriously consider buying the 
Gladius Dagger here, if only as an alternative weapon. Even though it's not as B Climb up the main steps, enter the temple and approach Anastasis 
powerful as some of the other arms for sale, it's imbued with the Wind element, 
which many foes you'll soon encounter are weak against. The Storm Spear is 
also a sound purchase, as several creatures (and a boss) in the forthcoming, 
areas are vulnerable to the Thunder element. You can also buy maps of Mt Bur- 
Omisace and the Paramina Rift from a Cartographers’ Guild Moogle. Gurdy's 
here too with Chocobos for hire, but her price has gone up again! When you're 
ready, head north along Temple Approach, past the refugee camp, to reach the 
Temple Grounds. 


à + 
B) When you reach the temple entrance, climb the steps and enter the 


Hall of the Light. Approach Grand Kiltias Anastasis to trigger a cutscene. 
After your audience with Anastasis, your next destination is south, through the 
Paramina Rift. Unfortunately, Larsa has left your party — you'll miss his healing 
skills! 


SIDE-QUEST 5 
Ei CONVERSATIONS WITH KTJN 
R,| 


Kijn is ready co ask her fourth question in Rabanastre. To obeain 


the best piece of equipment from che Viera, your answer should be:”I chink 
iks a good idea. This is her fourth and final question. The next rime you see 
her, she will have made up her mind about her furure. Wel alert you when 
thar point occurs in the Walkthrough. For more derails on this side-quest, 


turn to pages 207 and 329. 


== PARAMINA RIFT=- 


RECOMMENDED LEVEL: LV 25 


RuUNTHROUGH 38 


KA) Head south, to the Frozen Brook, then leave the area via the south-west B Head south; leave the Frozen Brook via the southwest exit 
exit. You should now be on the Path of th tfall, where you will find a Save 
Crystal. Take the next exit to reach the Spine of the Icewyrm. 


0 From here, ís south all the way until you reach the Stlshrine of 


Miriam. There are some tough fiends here: if you're struggling to beat them, it 
means that you need to level up for while before even attempting to enter the 
shrine. You should also be sure to have Libra equipped, as there are numerous 
traps throughout this area (Fig, 1). Enter Silverflow’s End, and then continue 
south to reach your destination. 


B Continue south via the Spine of the Icewyrm; enter the Sülshrine of 
Miriam at Silverflow’s End 
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Paramina Fauna 

Skull Knights in this area are susceptible to White Magick, but they're also 
\furly weak against physical attacks. If you want to build a Battle Chain, these 
are the best monsters to target. Steer clear of Ice Elementals, and be careful not 
lo cast Magick when they are nearby. The Twintanias are weak against Thunder 
\Magick, and are also very susceptible to physical attacks. They're quite slow 

and tend to favour melee attacks themselves, so they shouldn't pose too many 
problems. The Garuda-Fgi are flying creatures, so the usual rules apply: use 


RUNTHROUGH 39 


3 Open the Ancient Door at the Walk of Mind 


B Fquip your party leader with the Dawn Shard Accessory; touch the 
Pedestal of the Dawn 


B After teleporting to the Ward of Velitation, head west 


Climb up the stairs to the Walk of Torn Illusion; activate the Pedestal 
of the Dawn in the same way vou did at 2 


B Return to the Ward of Velitation; take the stairs down to the Walk of 
Revelation 


B Examine the Sword of Judgement at the south end of the Ward of the 
Sword-King 


B Go through the door at the north end of the Ward of the Sword-King; 
use the Way Stone to return to the Ward of Measure 


ED Go down the west stairs and through the Ancient Door 
WO Enter the Walk of Prescience and take the right-hand path round west 
B Examine the Stone Brave; rotate the statue until it faces east 


B climb down the sout! to the Walk of Reason; after passing, 
through two doors, you'll reach a large chamber 


Locate the second Stone Brave in the southern part of the chamber 
and rotate it until it faces north 


O Make for Cold Distance via the north exit; go east from there and 
enter the Ward of Steel 


ED Defeat the boss 


B Go through the east door; rotate the third Stone Brave until it faces 
west 


B Return to the Ward of Measure; touch the Way Stone at the far end to 
be teleported to the Ward of the Sword-King 


Head south and up the steps to the Ancient Door 
B pefeat the boss 


B Approach the magic seal in the adjoining chamber to receive the 
Sword of Kings 


Exit the Stilshrine of Miriam and head back to Mt Bur-Omisace 


“=STILSHRINE OF = 
MIRIAM 


RECOMMENDED LEVEL: LV 30 
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bee 


ranged weapons and Magick (especially Dark Magick in this instance). Watch 
out for the traps as you cross the icy precipice where the Garuda-Egi can be 
found. Yetis are weak against Thunder, and you can steal some really good items 
from them, such as Remedies. Their huge fists can fell party members with a 
single strike, though, so be careful. The Emperor Aevis are also weak against 
‘Thunder, and can be very dangerous; if you've acquired Thundara, it should 
come in very handy against them 


Kd 


Head along the Walk of Sky to reach the Walk of Mind, where you'!l 
finda rystal. Go through the Ancient Door to arrive in the Ward of 
Measure area. 


40 Equip your party leader with the Dawn Shard in their Accessory slot, then, 
touch the Pedestal of the Dawn to be warped to the Ward of Velitation. If you don't 
equip the leader with the Dawn Shard before touching the pedestal, three Zombies 
will be summoned, and you'll remain exactly where you are. Don't forget that 
equipping the Dawn Shard completely removes the wearer's MP. 


% 
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TREASURE CHESTS ENEMIES 
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ine of Miriam Fauna 
[meet familiar Redmaws when you first enter this ar: 
estimate them: their Leech attack can still cause plenty of damage. Dragon 
is are formidable and frightening foes, but they can be tamed with Time 
especially Disable. You can then finish them off with Blizzara, or even 
ing chain followed by powerful Concurrence. 


but don't 


B Nightwalkers, with normal blows or by healing them. Miriam Guardians, Miriam 
Pacers, Blood Gigases and Faters are weak against Wind. The Gladius, which 
vu can br 


obilise on Blood Gigas. 


ifhe Crystalbsug that lies in waitin the Walk of Revelation has lethal Magick 

en keworthy of any Elemental, Is highly resistant to Magick, so stick to your 
pugliest physical attacks. Should your HP drop to dangerously low levels 

Bretreat to a safe distance and heal your party; the Crystalbug 

m't follow vou. 


nt move, so it 


systematic manner. They're weak against Water Magick, and can be dispatched 
with relative ease if you focus your attacks on each one in turn. Finally, Darkmares 
equeniy, so simply wait and resume your assault as soon as they reappear. 


we Libra activated, you'll encounter a trap (it's actually of the 
rating variety) just opposite a Treasure Urn. By activating it you'll wake 
Guardian. Head west, past the Dragon Aevis trio and between the two 
yFaê@rs at the end. 


eë Vragon Acvis monsters are tough. If you decide to fight them, make 
Bl sure that you cast Protect on our party beforehand, and try to open 
Sault with a Time Magick ike Disable, before using Blizzara to freeze them 
gainst Ice) wi at least two characters. If things 
ng, you can always change zone and return after you've healed everyone, 
t you’ also have to deal with the two Miriam Facers 


4 

Head up the stairs to the Walk of Toen Illusion, then up and around to 

he back of the chamber. Be ready to fight at any time — as you will have noticed 

by now, Miriam Guardians regularly spring to lie as you make your way through 

he shrine. Once you find the Pedestal, equip the party leader with the Dawn, 
again before you activate it. This will reveal a hidden path. 


et 
Go back down to the Ward of Velitation where you will now have access to 
soft either side of the chamber. If you didn't kill the group of Dragon Aevis 
ers, they’Il still be here. Run down either the left or right staircase to reach 
he Walk of Revelation. You'll see a Life Crystal on the way, but i's actually a vicious 
g which will attack as soon as you touch it. Defeat it, preferably with physical 


past it and resign yourself to returning to the Walk of Mind whenever you want to 
your game: As Soon as you're ready, head down to the Ward of the Sword-King 
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a Examine the Sword of Judgement at the south end of the hall to open 


the door at the north end. Move slowly, as there are numerous foes on the way. 


Beware of the Negalmuur 


A rare monster called Negalmuur (Fig, 1) can appear in the Ward of the 
Sword:King zone. It has the power to summon several minions very quickly < 
making it a Formidable foe. If you do encounter it, you should fight only if 
vour party is sufficiently powerful; ideally, your characters should be above the 
recommended level for this area. Stay close to an exit to facilitate à hasty retreat 
if nec , preferably in the direction of a Save Crystal. 
"GeEFNegaimoor 
] Steall5 Vaan 15341534 mellG 
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4 
Head back north and go through the door that has just opened. You 
can now use the Way Stone to return to the Ward of Measure. 
Climb down the west stairs and open the Ancient Door to enter Cold 
Distance. 
eff we or 
vam 
KL ! 
Enter the corridor on your right, the Walk of Prescience. Go right here, 
after dealing with the Miriam dian, and right again. Head west until vou 
reach the Stone Brave statue. Methodically “pop” the Balloons that attack you in 
this passageway; if you flee from them, they'lL simply follow you and make things 
much more difficult. 
Once you've cleared all the monsters and can continue unmolested, 
read the inscription on the statue, then examine and rotate it anticlockwise, so 
that it faces east (Fig. 2). If you check the Location Map, you that an 
arrow reveals the current direction that the statue is facing, 
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EIK Go down the steps to the south to reach the Walk of Reason. Go 


through the Ancient Door to the next room, and then through another door into 
a large chamber (still within the Walk of Reason zone). 


nd 
IE} The second Stone Brave can be found at the top of the chamber: climb 
up the stairs and head south. Rotate the statue until it faces north. 


à < 
m Leave this room via the north exit to return to Cold Distance. You can 


either go directly east from here, through the door that leads to the Ward of 
Steel, or go back and save (which is probably a very good idea). Once you enter 
the Ward of Steel, go down the stairs. Before you go through the door at the 
bottom, you should ensure that you are thoroughly prepared for the next boss 
battle. The enemy that you will face in a moment is protected by a magnetic 
field that will encumber (and therefore slow down) any party members that 
are wearing metallic equipment, so try and replace this with equipment with 
no metal value if available. You should also set up Gambits to cure status 
ailments such as Slow (with Haste) and Petrify (with Stona or Gold Needles) 
Alternatively, you could use a mixture of Gambits and Accessories (Sashes 
provide immunity from Slow) to achieve a similar result. 


BOSS: VINUSKAR 


N| When the battle begins, you will see a gauge on the right of the screen that shows the pull of the 
magnetic field, If you've made the necessary adjustments to your party's armour, it shouldn't cause vou too much 
trouble, Luckily, Vinuskar is not a particularly fast boss. Concentrate on chipping away at hie with physical 
attacks; he”Il respond with melee-based ripostes such as Lunge, Gnaw and Grown, but these shouldn't be too 
troublesome if you're of a sufficiently high level, If he successfully casts Slow, use Haste to counteract it. Similarly, 
use Stona against Petrify. Vinuskar's most effective attack is Sword Dance, which can inflict a lot of damage 
across « wider radius than his other attacks. As always, it makes sound sense to have a couple of tear members 
use ranged weapons, especially as the boss tends to concentrate on localised physical attacks. Put your “tank” up 
front to bear the brunt of your opponent's blows, and have his or her colleagues provide support from a distance. 
When vour adversary's HP falls to around 20%, feel free to hit him with a Quickening chain to bring a speedy end 
to proceedings. If you have a healthy reserve party, you 
can call them into action now in order to unleash several 
Quiekenings in & row, finishing the boss off in style. 


Ne Iv up EAP 1 


En Ei 15,38 o 9 


4 
0 Once you've defeated Vinuskar, go through the east door to find another 


statue, which you should rotate so that it faces west. This ensures that all three 
Stone Braves are now facing the centre of the Stilshrine. You will then see a 
message informing you that “The colossus has undergone some change. 
Before leaving, pick up the Map of the Sülshrine of Miriam from the Urn. 


kP | Make your way back to Cold Distance to witness the Colossus lifting up 
its giant sword to reveal hidden steps. Save if you want (recommended!), then 
head for the Way Stone at the far end of the Ward of Measure. Touch it to warp 
to the Ward of the Sword-King. 


kj Q| Head south, past five Blood Gigas and a Darkmare (which you can 
simply run past if you're anxious to get stuck straight into the next boss battle), 
and climb up the newly revealed to reach the Ancient Door. Before 
you open it, prepare your party meticulously. The next boss is a litle on the 
chilly side, to say the least, favouring ice-based Magicks, and is weak against 
Lightning. Equip Ice Shields if you have them, and relevant Accessories such as 
a Nishijin Belt to prevent Sleep, Quasimodo Boots to prevent Sap, or a Sash to 
provide immunity against Slow. If you can equip suitably powerful weapons that 
are imbued with the Lightning element, such as the Storm Spear, do so, 


A great levelling-up spot 

In the Walk of Reason zone, you have an excellent opportunity to level up vour 
characters. As the Undead creatures that rise from the ground all belong to the 
same Classification, you can form a huge Battle Chain in little time. This will 
lead not only to large sums of EXP and LP (especially if all your characters are 
equipped with Golden Amulets), but also to Loot such as Festering Flesh, which 
vou can sell for 542 Gil. Last but not least, if you manage to create a very long, 
Batle Chain (100+), your opponents will occasionally drop two extremely 
valuable pieces of equipment: the Enchanter's Habit and the Icebrand. The 
former is an excellent piece of Mystic Armour; the latter is a one-handed sword. 
with an Attack Power rating 12 points above equivalent weapons available 

in shops at this stage. If you can acquire a few of these and equip them 
immediately, vou can crush many of the enemies you can expect to meet in the 
near future with relative ease. 


To find a veritable festering feast of Undead creatures to chain, keep moving 
back and forth through the long passages on the lower level of the Walk of 
Reason. The area you should focus on begins at the Brave Statue you rotated 
eastwards (just before entering the Walk of Reason) and extends to the west 
corridor, as well as the west half of the outside rim of the Walk of Reason's main 
chamber. You will need to move two zones away to force these creatures to 
respawn, so simply run back to Cold Distance and then retrace your steps; 
to flee to avoid breaking the chain. 


BOSS: MATEUS 


R| Mateus is supported by five loe Azers; aim to remove these from 
the fray immediately. You could try using a Quickening chain, though 
this is very costly in terms of MP. Casting Thundara several times 
is another option, but can be risky as Mateus may be protected by 
Reflect. The safest solution is probably to attack them individually 
with Thunder, or a weapon that inflicts Lightning elemental 
damage. Whatever you decide, maintain a Shell barrler on your 
party throughout the battle to limit the amount of damage 
sustaïned from Magick attacks. 


Once you've dealt wit the Ice Azers, harass Mateus with 
physical attacks, especially if one of your characters is 
equipped with a Storm Spear. His Blizzaja attack can be 
devastating, causing damage and inflicting Sap at the 
same time. He uses it frequently towards the end of the fight. 
When vou see a warning in the Information Box that he is readying 
this attack, immediately heal vour team with a powerful potion or the 
strongest cure Magick at your disposal. Spreading your team out by having two 
characters use ranged weapons can be an effective tactic here. Cast Regen on 
anyone afflicted by Sap, and consider using the Berserk status effect on vour 
primary damage-dealer — especially if he or she wields a Storm Spear. When the 
bate ends, you will receive Mateus the Corrupt, an Esper. 
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After the battle, head for 
he next chamber. Approach the 
Magick seal at the end and watch 
he cutscene. You will then receive 
he Sword of Kings 


et 
Exit the Vault of the 


Champion. You can now make 
Your escape, taking care to restore 
healt to your team after the boss 
bate —the enemies in the shrine 


resul active, and will attack as . Eee 
tothe exit. After the 
next Cutscene, save 
your game at the 
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RUNTHROUGH 40 
EI Head for the temple 
E Defeat the boss 
Go back to Rabanastre 


-=_MT BUR-OMISACE =- 


RECOMMENDED LEVEL: LV 33 


You will find à much-changed scene at the Sand-strewn Pass. Speak to the 
Merchants and upgrade all the weapons that you can. While you're close to a Gate Crystal, 
you should also ensure that you have started the “Help July the Streetear”” side-quest in 
Nalbina (see page 230), as this is your last chance to do so. Next, cast Protect, Haste and 
Regen on your crew and touch the Gate Crystal again to replenish everyone's MP. When 
you're ready, head along the Temple Approach and enter the Temple. 


B BOSS: JUDGE BERGAN 
You can try two methods to defeat this boss. The first involves unleashing as many 


Quickening chains as you can achieve. By this point vou should have a sufficient number of 
Quickenings assigned to party members to enable vou to bring your reserve members to the 
fore to unleash another chain, Three Infenos in row may be enough to finish Bergan and 


his allies. If luck casts smile in your general direction, there is a chance you won't need 
to draw a Sword, Bow, or even a single breath to cast Magicks before your opponents fall f 
fortune favours the belligerent, you'll need xo revert to plan B, as detailed below 


Your priority as the battle begins is to dispatch Bergan's three minions. One option is to 
inftict Silence 


d Blind on them, as they can do a lot of damage with their Water Spout 
attacks. Pammel them into submission, then turn your attention to Judge £ 


by using Dispel to remove his Protect and Shell barrier, then have your “tank” (preferabh 


equipped with Gauntlets and the Lure, Protect and Regen status effects) launch an assault 
with their strongest weapon. 
Meanwhile, attack your enemy with 


vour other two ch: 


No. w u 


ssl 0 


acters, If you 


Temple .Grounds: 


En all ac once, After your vicrory; return co the Pericioner co receive 1500 Gil, a 


have a damage dealer in vour ranks, use the Berserk status effect to increase the ferocity of 


their blows. The remaining character should then concentrate on healing, Note that you 
can try to cast Blind on Bergan to neutralise him, but it may take a number 
the status ailment to work. 


fan 


pts for 


B 
KC | After the cutscene, talk to the Acolyte walking back and forth in front of the Temple 
teps to obtain the Stone of the Condemner (Fig. 1). This will enable you to access a Hidden 
sper at the Stilshrine of Miriam (you can learn more about the Hidden Espers side-quest 
from page 309 onwards). You should then choose how to make your way to Nalbina Town, 
where the next stage of your adventure commences. You can travel there by foot (not 
recommended), or by Chocobo; you can even teleport there instantly if you have activated 
the Nalbina Gate Crystal. The route we suggest involves a detour (via Gate Crystal) to 
Rabanastre, where you can peruse the new wares offered by local merchants and 
undertake a few side-quests before taking an Airship to Nalbina Town. Before you depart, 
speak to the traders in this region (they also have restocked inventories), and be sure 
to visit a Petitioner on the Sand-strewn Pass to begin a hunt, if you feel so inclined. 


SIDE-QUEST 2 
THE HUNT FOR THE FERAL RETRIEVER (BEFOULMENT OF THE BEAST) 


Speak to Hymms on the Sand-strewn Pass to learn char the Mark can be found in the Paramina Rif area, close to the Stilshrine of 
Miriam. Travel to the Spine of che Icewyrm, where ou will soon encounter che beast. Prepare yourself for a rough bare. As wich 
all Coeurls, ie has a penchant for inflicing scarus ailmencs, so try to equip appropriate Accessories, uch as the Sash to guard against 
Slow, and the Nishijin Bele for immunity against Sleep. IFyou cast Magicks in chìs battle, the Mack will use Balance when ies HP 
drops to less than 20%, which can be devastating, For thar reason, its wise to use physical arracks only, and cure status ailmenrs 
with items (Remedies can come in very handy here, if you have the corresponding Lore Licences). If you do decide to use Magicks 


start by casting Dispel to, 


t rid of the Mark's Shell and (possibly) Faith status effects. Remove status ailments with Esuna, and 


conscanly arrempe co inf 


Silence on your foe. When ie reaches che HP Critical status, it's vital chat your party members are 


spread our (equipping ar least two characters with ranged weapons will help), so thar the Balance Magiek does not decimate them 
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RECOMMENDED LEVEL: LV 33 


RURTHROUGHIAL 


EI Go wo the Aerodrome; take the Skyferry leisure 
craft to Nalbina 


EA " Debie er kp] ve miss th hi 
Most shops have new stok for sale, so don't miss this opportunity to acquire the Dispel 


Magick if you have yet to do so, You should also visit the Sandsea, the Clan Hall, and any other 
locations where you have business to attend to. When you're ready to continue, head over to the 
Aerodrome and take the Skyferry to Nalbina. If you haven't travelled by Skvferry before, choose to go 
“By leisure craft” so that you cám explore the vessel and study the wares available in its two shops 
Even if you're an old hand at air travel, vou might find that new goods are available on board, or you 
could even start the Ann and Her Sisters side-quest (see pige 207) if vou haven't previously done so. 


SIDE-QUEST 12 
EARTH TYRANT 
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| SIDE-QUEST 2 
| THE HUNT FOR THE RING WYRM IFOR WHOM THE WYRM TOLLS) 


Hp oreert eee 2 sandstorm wil begin eo rage in the Winderace Dunes zone ofthe Dalmas Westersand. Unforeunaely, Fr 
this stacks che odds in the Favour of your quarry; it bescows a 20% increase in Fire, Earth and Wind damage, giving a direct boost co the 
Ring Wyrnis Breath and Fira arracks. 


Make your way through che sandstorm to reach the south-cast corner of the dunes, where the Ring Wyrm is waiting, Dispel ies 
Protect and possible Hasce status effects, try targeting ie with Slow, and then hic ie with che strongest Fire Magick available to oa 

You could also summon Belias, as he will be healed by che creacure'sfiery artacks. Another option is to cast Reflect on your party so 

that che Marks Fira Magicks are hurled back ar ic. IF you ger close co the monster, it will cast Immobilisega; you can wear Jackbootsas | 
à prevencarive measure, or use a Remedy to cure the ailment. To avoid the Ring Wyems Breach arrack, try to keep your party spread 

our so thar chey are nor all hir ar once. Once you defeat the dragon and leave the arca, the sandstorm will subside. Recurn to Balzac to 


receive your bounty of 200 Gil, 2 Moon Ring and an Icebrand. 
hei 


SIDE-QUEST 2 
THE HUNT FOR ORTHROS (CRIME AND PUNISHMENT) 


ER Disk 


This Mark is one of Montblancs Priority Peritions, which you can only receive by ralking zo the Moogle at the Clan Hall in RE 

After consulting with the hapless Concríte Thief ín North Sprawd, head to the Southern Sluiceway zone of the Garamsythe Waterway, 

via che No. 10 Channel. This will take you to West Sluice Control, and then through co the Southern Sluiceway: The Mack is very 

ER eesti arie will only appear if your active pary is made up of Fran, Penelo and Ashe. Dit worry though you can switch our 
line-up as soon as the fight begins. If you are forced to leave che Southern Sluiceway before the batele ends, you'l need to once again 


use three Females co lure che Mark from ies hiding place. 


Stact by immediately casting Dispel ro remove its status effects, hen Blind it. The monster will employ artacks such as Darkra, Slowga 
and Flash, Ies Mychril Bubbles can also be very dangerous, causing myriad status effects such as Confuse and Poison. As the Mark 
generally uses this Technick when ie faces close-range arracks, you may prefer to use Fira and ranged weapons to attack from a safe 
distance, If chings rake a turn for che worse, you can run into a far corner and safely restore stricken party members. Dorit take too long, 
though: the Mark will soon begin ta heal itself. Once the creature is defeated, you will receive a Bundle of Srolen Articles. Rerurn it to 


the Conrrite Thief, and Samal will arrive, You receive a bounry of 3800 Gil, a Horakhey's Flame and an Unpurified Ether. Samal will 


EE also give you a Blackened Fragment, which is an essential part of the 
SIDE-QUEST 5: 


ann CONVERSATIONS WITH KTJN 
_ HM is now ready to speak to you again in Rabanastre. If you have followed our previous inscructions for this side-quest ro F 


the leteer, you will have replied to all four of her quescions, IF you have also followed che steps specified co obrain the optimum prize, 
you will find thar she has decided to become a Female Warrior of Clan Centurio. Visie che Clan Hall and speak to her to receive your 
reward, à Platinum Sword. 
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bee 
RUNTHROUGH 42 ASSISTANT STOREKEEPER | 
‚o ‘Talk to the Chief Steward in the Sky Saloon to reach vour destination 
ef mur 
RALANASTRE -ARCHADES NALBINA- ARCHADES 
NALBINA -BALFONHEIM ARCHADES -BALFONHEINL 
A) ad 
If this is your first voyage on a Skyferry, waste no time in visiting the of the Roamantics advenwrers club (Fig, 1), or head upstairs and stretch your 
Iwo shops in the Observation Parlour. Assistant Storekeeper 2 sells a variety legs on the Air Deck, where you can talk to fellow passengers while enjoving 
af wares that change depending on the Skyferry route you are travelling (see the view The third location you can visit is the Sky Saloon, where you can chat 
he tables above). You can find some very rare merchandise at these stores, to the Saloon Steward. Finally, ask the Chief Steward to show you to your cabin. 
including Magicks such as Syphon and Bubble, that you can't obtain anywhere ___ You will then automatically land at your destination — in this instance, the 
else. After you've perused the available goods, you can also chat to members Nalbina Town Aerodrome. 
el sro 
! 
RECOMMENDED LEVEL: LV 33 ES | 
RUNTHROUGH 43 
B Upon landing, ask the Imperial by the door to escort you into town 
D Head south-west to West Barbican and leave via the north-west exit 
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A After you land at the Aerodrome, talk to the Imperial by the lift next to the 


vin desk, a 


4 
B | When you arrive in the West Ward, visit the Weapons of War stall and 


Antiqued Armours, as both have new items for sale. Head south and wander 
through Jajim Bazaar, where you can buy Gambits, Technicks and Magicks (again, 
buy Dispel if you don't already own it — it really is that essential). Follow the road 
until you reach the West Barbican, where you can save your game at the Gate 
rystal. Now leave via the north-west exit to reach the Mosphoran Highwaste. 


jd ask him to escort you into town. 
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SIDE-QUEST 4: 
NO MORE HEROES? 


A Bren toog you can oere oac his queu after he Lod 


Consul's parade, it's prudent to waïr until his point in the game 
Sart by ralking to the purple Seeq called Jovy, who can be found 
running around the West Ward zone. Wait uncil he collapses 

to the ground, wailing abour “here”, and then speak to him 

again (Fig, 1). The only way co help the distraught Seeg is o 

defeat five specific Marks, wich che Petiioner for cach one based 

in Nalbina. You can find a list of these below, and advice on 
defearing each one during the course of the walkthrough. Jovy wil 
usually show up and behave rather strangely when you report che 
defeat of each Mark to a Pecitioner. All you can do ar the moment íe 


seratch your head and wonder whar his problem mighr be — you wont 
leaen the truch uneil much Iacer in the game, once you report the defeat of 
the final Mark on the list. 


SIDE-QUEST 2: THE HUNT FOR THE ATOMOS 
(TROUBLE IN THE HILLS) 


KE is your old friend Burrogh from the Barheim Passage. „Youlfind F 
him sitting next to a scall in the Jai Bazaar in Nalbina. Take the north-west 
exit from the West Barbican to reach the Mosphoran Highwaste and head for 
the Northern Skirts. As there are several Vulrures in this area, i's a good idea 
to deal wich them first before turning your arrention to the Mark. 
En Immediately cast Díspel to deprive Aromos of 
ies beneficial status effects. This monster is weak 
against che Holy element and absorbs the Dark 
elemenr, though chis doesn't really help as you 
don't have access to Holy Magick ar this point 
Ie uses arracks called Spinkick and Gnaw, bur 
is really not very fast, and will pose no threat 
vo a reasonably powerful party; indeed, you can 
completely neutralise chis Mark wich Disable 
Physical arracks work very well, so having your 


strongest warrior wield a Sledgehammer is a good 
way ro defeat ie quickly. When the battle ends, 
retuen to Burrogh in Nalbina to receive your 
bounty: 1800 Gil, a Gaia Rod and a Diamond 


Shield. Jovy will chen show up for a brief cameo. 
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E Morning Star Gambits has the same Gambits 
on offer as Yamoora's Gambits in Rabanastre (see 
page 185) 
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On hit Bravery 


EA Head north via Southern Skirts, Summit 
ee Path, Babbling Vale, Trail of Sky-flung Stone, 
Northern Skirts and Halny Crossing to reach 


Half damage Fire lement 
Weak Ion element 
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ee = Head north through the Southern Skirts with Libra activated, as there are many traps hid along the 
rme path. Continue northwards up the Summit Path. You can take either the left or right fork, but i’s actually worth 


Evade +20 exploring both routes to collect treasure. Take the north-west exit to enter the Babbling Vale, a camp with a 
nn Gate Crystal and a merchant called Luccio. He sells many useful pieces of equipment, including Gillie Boots 
[ quip 

(which provide immunity against Oil), and the Adamant Hat and Adamant Vest (which offer 50% resistance to 
Doubs Lee Points amel Fire damage). He also stocks the 1000 Needles Technick, which deals 1000 HP damage to 4 single foe, and is 
Des 2 manag vt especially useful against Flying assailants, You can also speak to a Moogle Scout, who wil sell you the Map of the 

eee Mosphoran Highwaste for 2400 Gil, IF you want to explore the rest of the Mosphoran Highwaste, it makes sens 
EE to use the Babbling Vale as your base. If you have Gysahl Greens, you can even ride a wild Chocobo in the Rays 
aen: TE en of Ashen Light zone. Once you've finished exploring, take the north-west exit from the Babbling Vale and head 
ee up the Trail of Sky-flung Stone. Again, using Libra or Float is essential here, as there are many traps. 


mmune- Sleep 


Immune Sap 


Hup Belet At the east tip of the Trail of Sky-flung Stone, directly opposite the exit, there is a Weathered Rock that 


you can hit to reveal a path back to the Rays of Ashen Light. Plenty of time to investigate that later. For 


now, head north, through to the Northern Skirts and down the winding path to reach Halny Crossing, the _ % WTWEN 


bridge that leads to the Salikawood. 


Handherchief 
H-Poson_| 210 


Bacchus Wine | 120 


Treasure Trail 

There are several Treasure Urns along the Summit Path where you can expect to find some interesting 
rewards, including Gambits and a Hi-Ether. The Embroidered Tippet is one of the best treasures you 
can get in this area, as it doubles the EXP gained by its wearer after battles; you can't actually buy this, 
Accessory until you reach Old Archades later in the game. 
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Mosphoran Highwaste Fauna 

Worgens should give you little trouble. They use Lunge attacks, are weak against Water, and can be found 
in sufficient numbers for profitable Battle Chains. Occasionally they will cast Shell on themselves, or 
Confuse on your party, and it's possible that you'll stumble upon one with the Berserk status effect active. 
The Wary Wolf that can be found on the Summit Path is a fine Rare Game specimen that likes to cast 
Berserk and Protect on itself. It often has a couple of Worgens in tow, making it a tough challenge. 


Humbabas are weak against Ice, but are physically very strong. They wield huge swords but are also 
powerful Magick users, so be wary of them, especially if there are other monsters in the area. Slave Wilders 
are docile and will leave you alone if you extend the same courtesy to them. Fire Elementals can also be 
found here, and are weak against Water, but the golden rules for all Elementals apply as ever: avoid vexing, 
them and don't cast Magick when they're nearby unless you're looking for a very tough battle. 


You may encounter Seeq Caterans attacking other creatures. They can inflict the Berserk status on your 
Ee characters, which is rather foolish: if anything, affected ch: ill help vou to dispatch them more 
10 rapidly as a consequence. Clay Golems are weak against Wind and use strong Magick such as Watera. 
Pythons are easily dispatched with physical attacks, but Vultures require a little more work, being strong 
ving-tvpe enemies. The 1000 Needles Technick sold by Luccio in the Babbling Vale zone can be put to 
B, 86 good use against them. 


BLEL 


af 
S= 


261 


Tue sAuKAwoon-® 


EI Head for Diverging Way, via the Trunkwall Road and the Path of EA 
Hours Head along the Omen-Spur, and then down the wooden steps and 


through to the Path of Hours, where you can find a Save Crystal on the wooden 
bridge. To the right you'll see a Forest Bungalow with Moogles lazing inside 


EO Go to the far east exit; talk 10 the Moogle Boss 


B After finding all nine Moogle Apprentices, say “Yes” to travel instantly (Fig, 1). Make a mental note of this for later. Proceed north along Trunkwall 
to the required destination, and go through the repaired gate to Road, then continue east when the path forks; take a right, and then right again 
arrive at the Phon Coast to obtain the Map of the Salikawood from the Urn. From here, take the north-east 


path to reach Diverging Way 


kel - < 
B Make for the far east exit along the tree trunk to reach the Living Chasm 


zone. Talk to the Moogle Boss, who tells you that he can't repair the gate without 
his nine missing apprentices. Go back into the forest to find the Moogles, who are 
marked on your Location Map by flashing orange exclamation marks (“1”), and 
can be found inside the Forest Bungalows. Simply talk to each Layabout leader 
that you find, and they will automatically return to work. There are four groups to 
locate in all, and a gauge with a Moogle icon at the top right-hand corner of the 
screen will help you to monitor your progress. 


el + 
© When the last group of Moogles you find ask if you want to travel with 


them to the gate, say “Yes” to be automatically spirited to your destination. Once 
the gate has been repaired, go through it and speak to the Moogle Boss to reccive 
a Pair of Quasimodo Boots, which provide immunity against Sap. Walk down the 
path to reach the Phon Coast. 
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& IEEE A= dE Wrdhares are very cute and innocent, and should be left alone Sprinters are 
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they're aggressive lile devils when awake. They're weak against Ice, so Icebrands 
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B Head south via Pora-Pora Sands to Cape Uahuk 
B Take the north-east exit to reach the Hunters’ Camp; approach the beach to 
trigger a cutscene 


Leave the Hunters’ Camp and head north-east to Rava's Pass, via Caima Hills 
and Limatra Hills; enter the Tchita Uplands 
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You will emerge on the Kaukula Pass, next to a Save Crystal. Go down na 
sandy path to the Reseta Strand. Head for the shoreline and continue south-cast 

to reach Pora-Pora Sands. Hug the left clif-face and continue in a south-easterly 
direction until you stumble upon a secret path which is currendy blocked by a 
warrior. Continue along the cliff to reach Cape Uahuk. 


ä + 
B | ‘Take the east exit from Cape Uahuk to reach the Hunters’ Camp. A 


cutscene will begin as you approach the beach. Enjoy the chance to relax after 
our dema tal, and a Vendor of Goods with some 
se! Chocobo rides from here cost 

| There is also Hunt Noticeboard, as well as a group of Shady Bangaas. 
You can return to speak to them later to begin a major side-quest (see page 331) 


Zodiac Spear-Related Urns (4) 

You might think that is your lucky day when you encounter a large group of 

16 Treasure Urns (Fig. 1) on the beach at the eastern edge of Vaddu Strand, but 
there's a catch. If you want to acquire the Zodiac Spear later in the game, you 
must NOT, under any circumstances, open treasure container no. 43. In case 
vou're not sure which one it is, just don't open any of the 16. 


KC Leave the Hunters’ Camp via the north exit. Cross Caima Hills and 


Limatra Hills by heading north-east until you enter Rava's Pass, where you'l find a 
Save Crystal. Go north-east again to enter the Tchita Uplands. 
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— TCHITA UPLANDS =- 


RECOMMENDED LEVEL: LV 35 


Phon Coast Fauna 

The Mandragoras along the coast are surprisingly friendly, and exhibit 

none of the mischievous tendencies of their Pumpkin Head relatives unless 
provoked — in which case‚ they become feral s in an instant. Iguions also’ 
pose no threat whatsoever. Silver Lobos look savage, but can be beaten with 

a few blows. Close to the waters edge you can find Piranhas, which are weak 
against Thunder. Flying Pyrolisks are weak against Ice; Blizzara works well on 
them. You've encountered Bagolys before this point, but those found in this area 
are much more powerful; they may drop Teleport Stones when defeated, among: 
other things. 


Beach Treasure 

Be sure to seek out the treasure chests along the Phon Coast, as you can find 
several valuable items sold in the Hunters’ Camp for free. There are a few use 
Gambit targets too, including “Foe: highest max MP” (which enables you to 
focus specific attacks on Magick users) 
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RUNTHROUGH 47 


ED Go east to the Chosen Path via the Skytrail 


B Talk to the Archadian Wayfarer next to the Gate Crystal to obtain the 
Soul Ward Key 


[B Go east to the Highlands, then north to reach the Sochen Cave Palace 


L NE 


40 Speak to the Archad 
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Alternative Route 
{Note that there are actually two possible “petitioners” for this unusual hunt: 
father (at the Nameless Spring) and his son (at the Chosen Path). The person 
you choose to do business with doesn't actually matter; either wa 
the Soul Ward Key and have to go to the same place to defeat the s 
only difference is the route you have to follow. The one presented here in the 
walkthrough is the shortest, but feel free to take the other one if you prefer. 


Head east from the Realm of the Elder Dream to the Skytrail. Continue 
east from here, crossing the brook via the stone bridge and climbing the well- 
worn path through the long grass. This will lead you straight to the Chosen Path, 
where you can save your progress at the Gate Crystal. 


lan Wayfarer to learn 
about a “dire threat”. Ask him about it and he will 
proffer a curious-looking hunt bill and give you, 
the Soul Ward Key: No wonder his bill was officially 
refysed with such a terrible drawing! 


C + 
KC Go east through to the Highlands, keeping to the left, then north to the 


Fields of Eternity. From there head north, then follow the dirt path round to the 


west, then go north when it branches off to reach the entrance to the Sochen Cave 


Palace. How you choose to make this journey actually depends on the relative 
strength of your party. There is a boss battle that begins after vou've passed 
through this dangerous terrain, with no opportunity to save your game. If you're 
confident in your party, and have spent a reasonable amount of time levelling up 
during your travels, just advance normally, fighting the foes you encounter until. 


you reach the Soul Ward Gate. Ia flicker of doubt crosses your mind, you should 


to the Soul Ward Gate instead. This 
zilable when you arrive. 


perhaps hold down, 
will ensure that you” have full MP gauges av 


Tchita Fauna 
‘The Coeurls that inhabit this area are powerful Magick users, and can even cast 
Cura on themselves. They mix strong physical attacks (particularly Rake) with 
powerful Magicks such as Silence and Petri They are vulnerable to Ice, and 
provide the best opportunity for Battle Chains in this area. Another local monster 
ripe for chaining is the Serpent, which can launch very strong physical attacks. 
Both creature types are much more dangerous when encountered en masse, so 
take them on one at a time if vou are finding them difficult to beat. 


Lizards are slow, fat and lazy, with relatively weak physical attacks that your party 
should easily withstand. IF not, consider taking the time to gain a few levels. 
Malboro Overkings behave like most of their fellow Malboros; Silence them if you 
need to. Seeq Thieves can't be neutralised with status ailments, though you can 
Slow them. Bellwyverns are Flying foes, and you can exploit their vulnerability to 
Water to rapidly bring them crashing down to earth. 
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Se 


—SOCHEN CAVE PALACE =—- 


RECOMMENDED LEVEL: LV 36 


RuNTHROUGH 48 


EI Head north through Doubt Abandoned; open the Soul Ward Gate 
O Defeat the boss 
B Head north to reach the Acolyte's Burden 


B Go east 0 enter the Mirror of the Soul; progress north through the 
network of tunnels 


B Enter the Falls of Time and continue north to reach Destiny's March; 
keep going north to enter the Hall of Shadowlight 


B Defeat the boss 


B Go east to reach Temptation Eluded; follow the passageway round; 
continue north from the next chamber 


E Go through the Ancient Door to reach the Chamber of the Chosen 


B climb the winding path to the top and activate the lift at the Disused 
Pedestal 


EB After the cutscene, go through the Stone Door to reach Old Archades 
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TREASURE CHESTS 
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Sochen Cave Palace Fauna 
Many enemies in here, such as the Zombie Knights, are Undead and therefore 


weak against healing Magiek such as Raise and Curaga. Get rid of them quickly, 
as their Bad Breath attack inflicts Poison and Blind. They leave Strips of Maggoty 
Flesh behind as souvenirs. Nice! The Gorgimeras (demonic Cockatrices), inflict 
Petrify and also use physical attacks such as Poke. They're weak against Water. 
The Iguions in here are friendly and can be ignored. Possibly the most dangerous 
fiends lurking in the dark are Imps. Weak against Ice, they're highly mobile and. 
will chase you relentlessly through the tunnels unless you slay them immediately 
Try to deal with them one at a time, as two or three together can present a 
murderously difficult challenge. The Imps wield sharp spears with ruthless 
efficiency, their Shock Wave atta: take out everyone in vour party, and their. 
Gnaw assault is also strong, If necessary, you can use Disable to gain respite 
from their otherwise unremitting ferocity. The Crystalbug, casts Fira, Thundara, 
Aerora, Blizzara.… powerful Magicks that few adventurers would care to face 
afier a long and demanding journey from the last Save Crystal. As you'll soon get 
‘an opportunity to replenish your MP, why not try to finish it off with a Quickening 
flourish and save yourself needless torment? The sturdy Strikers and Wendigos are. 
weak against Wind and Thunder respectively, and surprisingly don't stand up wel 
against strong physical attacks either. 


Treasure Hunt 

Some very useful treasures can be found in the murky caverns, These include the 
Foe: fire-vulnerable and Foe: lightning-weak Gambits, as well as a large amountof 
Gil Furthermore, you can build long Baule Chain with the Wendigos and Strikers 
in Destiny's March. This enables you to obtain dozens of strips of Maggoty Flesh, 
which sell for 741 Gil each. You should also steal from Wendigos: you can pifer 
strips of Forbidden Flesh, which have a huge 1,397 Gil resale value. 


à + 

A) Make sure that you have Libra active before you enter the cave, as there 
are several traps in here. Go north through Doubt Abandoned, then use the Soul 
Ward Key to open the Soul Ward Gate. Ensure that your party is suitably well 
prepared and healed; it may be a good idea to use Potions instead of Magicks to, 


save MP for Quickenings. 
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B | There are sever: 


towards you in a group (FP 


) deal with these pests. One of them ís to wait un 
1), then unleash the best Quickenir 


the enemy in the middle of 


pack. This will be especially ef 


Depending on how well vou do and how lucky vou are, you may have to call in your reserve team 


to launch another Quickenis 


dispatch them one by one with very liule MP left, which is ao mean feat! 


Another solution is to apply tried-and-tested tactics. Cast Decoy on your mast resilient character 
to attract the bases, then hurl everything, you rave at them, healing anyone badly hurt or hit by 
annoying status ailments. Dispel their positive status effects, but make sure you concentrate your 


within range 


À $ 
EI Once you defeat the Mandragoras, you should consider returning to 


the most recent Gate or Save Crystal (depending on the route you chose) to save 
vour prog: 4s there's another potentially tricky battle to get through before 
vou reach the next Save Crystal. If vou do, you can also report your success to 
the Archadian Wayfarer, who will reward you with 1000 Gil and 3 Remedies. 
You can then use the return trip to fully explore the Sochen Cave Palace in 
search of treasure. From the Hall of Lambent Darkness (where you fought the 
Mandragoras), go through either the east or west doors to reach the Acolyte's 
Burden. Head north along the corridor and down the stairway to reach a large 
chamber with a Save Crystal. Unfortunately, is actually a Crystalbug in disguise, 
as you'll discover when you touch it. You must defeat this monster before you 
cam save. I's immune to most status ailments, and only takes half-damage 

from elemental blows. Cast Shell on your team to limit the damage inflicted 

by its elemental Magicks, and use physical attacks, ideally with two characters 
wielding ranged weapons from a safe distance. If things go awry, you can always 
retreat and recover before resuming the fight. 


ä ad 
D| Go through the door to the east, past the unfortunate Desiccated 


Corpse. You are now in the Mirror of the Soul. Go down the stairs and through 
the door and dispatch the Zombie Knights. Go through the Ancient Door and 
head left. Keep lef, hugging the left wall, until you reach the Falls of Time 


KE Ws a little less fraught in this zone. Even though there are enemik 


prowling with nefarious intent, the cavern is large, and foes will often fail to 
notice you unless you tap them on the shoulder and invite them to hit you. You 
can use this area as a base camp, a refuge where you can return to recuperate 
after searching for treasure in the tunnels. Once you're ready to move on, exit 
north into Destiny's March. Go through the Ancient Door to emerge into a small 
round chamber. Go all the way to the north of the diamond-shaped maze, taking, 
care of the enemies on the way. Once in front of the next Ancient Door, ensure 
that your party's MP levels are suitably high before you go through. It might 
actually be a good idea to backtrack to the Save Crystal, especially if you have 
taken the time to solve the waterfall puzzle. Open the door and step into the Hall 
of Shadowlight, where you will face your next boss battle. 
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If this doesn't finish the Mandragoras off, you'll need to 


blows on one of them at a 
time; defeat each of therm 
in sequence. Whenever 

they run away it's we 
your while wo chase them, 

especially if you have party 
members with r. 


weapons, as you can s 


in a number of “free” hits 
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ONION QUEEN 
MP vo. u up Pr 


PUMPKIN STAR 


No. u ue EP u 


TOPSTALK 


th 


/ MANDRAGORA PRINCE 


ak 


9 ; 9060 s | 


ALRAUNE KING 


No. 1 up EP u 


The Waterfall Puzzie 

While you're exploring the Sochen Cave Palace, you can undertake an optional side- 
quest to obtain a useful weapon. You might notice that there are several waterfalis in 
the centre of the area, some blocking the way to the heart of the Falls of Time. Two 
Marks of Counsel give hints to help adventurers solve this puzzle; their locations 

are shown on the guide map. To divert the waterfalls and reach a central treasure 
‘chamber, you simply need to start off from the farthest southern exit on the east side 
of Destiny's March and walk in a circle. Go south via this exit to enter the Falls of Time, 
then keep going south to reach the Mirror of the Soul zone. From here, head all the 
way west lo the farthest western exit that takes you back north to the Falls of Time. If 
ou do it correctly, ou will be noufied that the direction of the waterfalls has changed; 
this should happen every time you re-enter the Falls of Time while soking the puzzle. 
Go north through the first door on the left to reach Destiny's March. There are five 
passages leading back south here, and you should take the second from last one on 
the east side to return to the Falls of Time. From here, go through the passageway 
direetly opposite, back to the Mirror of the Soul. Go west and through the second 
tunnel from the end back to the Falls of Time. From here, take the second exit on the 
left north, to Destiny's March, then turn round and head back into the Falls of Time via 
the third of the five passageways. You will then see a message about a door opening, 
Go south over the bridge to find the Pilgrim's Door: Go inside to receive either the Iga 
Blade or the Koga Blade. Both are Ninja Swords imbued with the Dark element, but 
the former has a slightly better Multiple Hits rating 


Starting pest 


BOSS: AHRIMAN 
Dark is pure sustenance to Ahriman, so avoid this element at all 


| coats; replace the Ninja Sword from the waterfall puzzle with am alternative 
weapon if any party members happen to be wielding it. He will frequently cast 
B £ Doom, which you can lift only by using Remedies with a character who has 
obtained the Remedy Lore 3 Licence. He sometimes inflicts Poison, Confuse, 
and Immobilise on your party members, so be ready to use Esuna to cure them. 
Furthermore, vou should think about equipping Ice Shields (or protectives that 
f offer similar elemental protection) to counteract his frequent casting of Blizzara. 


Remember that this boss is Lindead, so Curaga hurts him badly, Physical attacks 
work well (with the exception of Guns and Measures), so cast Haste on your party 
and maintain a relentless assault. Whenever the bass teleports or divides himself 
| be quick to retarget him; consider casting Cura until his doppelgangers vanish. 
You can use a Quickening chain to finish him off but 
this is lite riskv A safer way is to cast Berserk on 
| your main damage dealer which will leave vour party 
members with MP for support and curative Magicks 
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RUNTHROUGH 49 


Head north along the Alley of Low Whispers, then up the steps to the west; 
continue west and cross the bridge to reach the Alley of Muted Sighs 


ED Talk to the Lucky Man by the bridge; head further west, then south; 
climb up the steps south of the Save Crystal and talk to one of the 
Imperials 

B When Jules appears, pay him 1500 Gil 

B Talk to Beasley (he's just around the corner from the bridge) about 


the coins, then go back and speak to Jules to gain entry to the 
Imperial City of Archades 


FINAL PARTAST II 


EG | Ahriman may be defeated, but your troubles are not quite over yet. Heal 


all ailments and ensure that the Libra status effect is active (or, alternatively, cast 
Float), as there are traps ahead. Don't forget to grab the treasure in the room 
before you leave. Head east, into Temptation Eluded, and follow the passageway 
round to the north. 


EA < 
KH | In the next big chamber head north again, and go through the Ancient 


Door to reach the relative safety of the Chamber of the Chosen. 


+ 
0 Climb the winding path to the top, activate the lift at the Disused Pedestal, 


and a cutscene will show your party riding safely to the Skybent Chamber, 
you'll find a Gate Crystal 


ef wurramnaat 


+ 
ola 40 Afir the cutscene, go through the Stone Door and down the passageway 


to breathe a sigh of relief in the comparatively sweet ir of Old Archades 


OLD ARCHADES =- 


RECOMMENDED LEVEL: LV 38 
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STRANDED MERCHANT 


Head north, along the Alley of Low Whispers. Visit the Stranded. 
Merchant on the right and unload all the Loot you've collected in Sochen Cave 
'alace. The Seeq specialises in tinctures and potions, and he also has some 


useful Accessories — particularly Embroidered Tippets, which double the Pae | ra | 
wearer’s EXP. You should invest in these immediately, ensuring that you have sh _| 1000 
three in stock that each member of your active party can equip. This is by far the Wogeltoos | soo | B Fon 
best way to accelerate the levelling-up process si ese | 4000 ain 
Eri 
Make your way north along the alley. The locals don’ seem particularly glad to gp | 500 | Dates EP amel Ere 


see you, but you should stll take time to talk to them. Take particular note ofthe fer pou rete he Teade n 0 

highlighted words: these are clues that will help you very soon. One fun thing to Cameotelt_| 9000 | iere chance thi PEPE 
hout for is the way in which each person's name changes from the generic 

Archadian Vulgar to reflect their state of mind once you've spoken to them. There are. 

more people to talk to down the stairway to the east, but your ultimate destination is. Opslag | 16000 | etn 


the stairway to the west. Continue to follow the streets westward. Head west, across 
the bridge (it doesn't matter on which side) to reach the Alley of Muted Sighs. 


y 4 
B) Talk to the Archadian Vulgar/Lucky Man chatting to the Seeq by thé 


bridge steps (Fig, 1). He tells you that he has found a “Bag O' Coin”. Make 
tracks for the Save Crystal at the south end of the alleyway: Climb up the steps, 
where you'll find two Imperials barring the way into Archades, Talk to one of 
them and he'll ask you to present your “credentials”. You don’t have any, of 
course, so he won't let you in, no matter what your reply is. 


Ee) 


el n + 
©) Jules will ask vou for 1500 Gil, Pay him, and Vaan will tell him about 


the bag of coins. 


The Troublemaker ; 
ID & To gain access to Archades, there are actually three ways of creating a disturbange 
Go back and talk to Beasley, who is sitting on the floor just around. 10 distract die Imperials blockángthe route forward. You must first have 
the corner from the bridge (he's initially labelled Archadian Vulgardike the rest chmwersation that contains highlighted words with the Lucky Man, the ShadyS 
of the alley denizens), then report back to Jules and watehrthe results of your or the Ex-Broker, Immediately find and speak to Jules, then reveal what you know 


meddling, The party will then enter the Imperial City of Archades. to Beasley, the Moogles Eight, or the Proper 
speak to Jules again. 


IMPERIAL 
"CIT YAOF-ARCHADES = 


RECOMMENDED LEVEL: l V_38 


en ZN pr 


EB walk forward after the cutscene to trigger Balthier's temporary departure 


B Go and talk to the Cab Guide standing next to the yellow cab at the far 
end of Nilbasse; pay Jules 2500 Gil to learn about Chops 


B Earn 9 Chops 
Molberry alone 


ving people's problems (you can earn all 9 in, 


Speak to the Cab Guide and ride the cab to Tsenoble; go north to 
trigger a cutscene, then head back the way you came 


B Following the chat with Balthier, talk to the Cab Guide and tell him. 
“You know where to go”; respond “Let's go” when he questions you 
further 


PUNAL FANTASY, UN 
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oef acus 


And its many shops. A Cartographers’ Guild Moogle upstairs. 
(ie Technieks shop sells maps of the city and the Tchita 
plandseBefore you embark on a spending spree, we 
should warn vou hat you need to keep at least 2500 Gil 
Bin reserve for now. Note there's 4 Save Crystal inside the 


en vou're ready to proceed with the adventure, 
head for the far west end of Nilbasse and. 


VINT's ARMAMENTS 


> G. had 
WEAPON SELLER 
Platinum woel | 9000 | anack Poser +70, Frade +5 
zo | Ame Power +4, Eva MP5, 
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WistarlSwoal | 11.900 | tach Power +75, vide +5 
tach Poser +20, ade 25 
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Oni Sop 
ViNT's AAMENTS. 
> Bs + 


ARMOUR SELLER 


Type Name Bffect 
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talk to the Cab Guide. He will tell you that you need “9 or more chops” to ride in the cab… or 
1,000,000 Gil! Jules will interject and ask you for 2500 Gil to tell you about Chops. Pay him to 
learn that it costs 9 Chops to get to Central, which is where you're supposed to be meeting Balthier 
Apparently, information is the key to opening all doors in Archades. You can earn Chops by talking 
to people in the surrounding districts who require a service or solution, and by then introducing 
them to another individual that can offer assistance. 


EC From your starting position in Nilbasse, you have the opportunity to earn 6 Chops; you 
can earn 9 in Molberry, 6 in Trant, and 7 in Rienna. To start this minigame, speak to the nearby 
Gentleman Onlooker. When he talks, the words “Working up sweat” will be highlighted in orange. 
You will then be given the option to commit his tale to memory. If you choose to do so, the same 
words will appear in a text box in the top left-hand corner of the screen. You must then find the 
second person in this puzzle “pair”, who will always be located in the same district. 


Each puzzle “pair” consists (generally) of someone who has a need for something in particular, 
and another individual who can help. Only the first type provides the option of commiting,a tale 
to memory; the second type simply talk about matters that, sometimes obliquely, reveal them to be 
the solution to someone else's problem. You can only “remember” a single key phrase at a time 
(learning another deletes the previous phrase), and there is no penalty for relating a key phrase 
to the wrong person. Move around the zone, speaking to each citizen in turn, until you find the 
person who can help the Gentleman Onlooker. In this instance, i's the Eager Crier. He wil give you 
a Pinewood Chop for your trouble, and the message “Complete” will flash beneath the key 
phrase in the top left-hand corner of the screen, which will then disappear. 


You will receive a single Pinewood Chop each time you successfully introduce a pair of 
citizens, and should have no trouble collecting a further 8. When you have the required 
9 Chops, a message will appear to inform you that you are “free to ride the cab”. You 
can choose to continue on your journey immediately, but you could also decide 
to collect the maximum 28 Chops. Its actually a lot of fun listening to 
everyone's stories, and you can then trade all 
28 of them for a Sandalwood Chop 

by speaking to a Chopmaster 

— who can be found in the city's 
shops. The Sandalwood Chop 
grants you access to all areas 
ofthe city, including the 
exclusive Grand Arcade 

and Highgarden Terrace. 

You don't have to go there 
during the course of the main 
storyline, but these locations 
erop up in certain side-quests. 
If you prefer, there's actually no 
reason why you can't collect the 
remaining Pinewood Chops later. 


KD | When you are ready, talk to the Cab Guide and ride the 


Head north to view another cutscene, then go back the way you came 1 tri 
Balthier. 


noble to meet Balthier. 
discussion with 


KE When the action resumes back at the cab, talk to the Cab Guide and reply “You know 
where to go” and “Let's go”. This will lead you straight to your next destination, Draklor Laboratory 
so don't forget wo save before talking to the Cab Guide. 


SIDE-QUEST 13 
HELP JULY THE STREETEAR (PART 2) 


If you completed the fist part of chis small side-quest before you defeated Judge Bergan, you an 
now elaim your reward by speaking to July at Charlottes Magickery in Archades, where she will 


give you a valuable Loor item — a Salamand Halcyon. If you didn't assist her in Nalbina Town, 
she won't appear here 


SIDE-QUEST 15 Ze 


FINAL FANTAST II 


NABUDIS MEDALLION HUNT (PART 1} 


“This lengehy quest becomes available after you defear Judge Bergan, but 

is berzer to wait uncil you reach Archades to begin ie, as is opening part 
involves Facing à rather tough boss. To complete all rasks described in this 
first parc of che side-quest, you must have fulfilled che following conditions 


® You must have defeated the Mark named Orthros and obtained che 
256) 


Blackened Fragment (see pa 


# You must have completed the White Mousse hunt (see page 237) and 
received the Sluice Gare Key from Sorber. 


® Ideally you should also have defeated the Mark named Wraich (see 
page 207 


obtained the Dusty Letter on the table in Deeg's Residence 
in Lowtown, Rabanastre. This bears che message “East Southeast East 


South-west South-ea 


; though you dorit actually have co have read the 


letter to continue. 


IF you havent finished che hunes derailed above, we advise d 


before you begin. When you're ready, return to the Salikawood via che 


Mosphoran Highwaste or the Phon Coast: or by teleporting there directly if 
you have activared the Salikawood Gate Crystal in Quietened Trace. Enter 


the Grand Bower zone to trigger a boss battle 


BOSS: KING BOMB 


You could have fought this boss earlier, during your first visit to the Salikawood, 
but it would have been extremely difficult to beat at that stage. It should be 
much easier now, especially if you use Fire-resistant equipment (such as 
Mlamant Hats, Adamant Vests of Flame Shields) and Gillie Boots (available at 
Phon Goast's Hunters Camp), with the latter providing immunity against Oil 
She King Bomb is supported by three smaller Bombs. Start by using Dispel to 
nemove their Haste status effect, then focus directly on the boss itself (as he can, 
and frequently wil, summon replacement minions), ideally with Water Magick 
or Water-imbued weapons 


act 


Your foes will cast Oil on your party. If any c aren't wearing, Gillie 
Boots, use Handkerchiefs before vour enemies can cast Fira. Cast Dispel every 
lime the King Bomb uses Protect. After his HP drops to a low level, he will 
quickly float 10 the other end of the walkway and use Renew to totally replenish 


his HP Prevent this from happening bv finishing him of as rapidly as vou can 


You should find that you can catch your assailant out after he has successfully 
used Renew two or three times. If vou're having difficulties administering the 
coup de gece, consider performing a Quickening chain just before he flees 
Should the battle take à turn for the worse, vou can simply exit the area, touch 
Ihe Gate Crystal right outside, and retum to the fray refreshed and ready for 
another attempt 


Note that you can make this battle much easier by regularly casting Slow 
vand Silence on the boss (this way, he won't be able to cast Renew), by using 
a Remedy or a Vaccine on him with a ch: 
wearing a Nihopalaoa (this wil inflict Disease on 
the King Bomb, and prevent him from healing), or 


ler 


by summoning Belias, as he ahsorbs Fire damage. 


No N ue EXP IP 


SIDE-QUEST 15: 
NABUDIS MEDALLION HUNT (PART 2} 


You can complete the hune for the second Medallion once you have visited. 
Archades. Go to CI 
abour his Moonsil 


arlotte's Magickery, talk to Roh'kenmu, and ask him 
r Medallion. N 
the Alley of Mu 


ow speak vo man named Otto, who 


in Old Archad 


can be foun to receive the 


Afcer defeating the King Bomb, continue north through che Grand Bower to 
the Piebald Pach, chen further north co enrer che Nabreus Deadlands, The 

Baknamy enemies here are extremely rough, with punishing physical attacks 
bur they're weak against Ice. Head north chrough Greencrag to reach the ef aura 
Muted Scarp, where you'll find a Sa 


e Crystal. Approach the edge to catch your 
fist glimpse of the eerie splendour of che Nabudis ruins, After the cutscene, 
speak to the Quiet Nu Mou, Ma'kleou, next to the remains of the bridge - 


stal, chen head down to 


Reeuen ro Rabanastre via che Salikawood Gare C: 
the Central Waterway Control in Garamsythe Waterway. You can see four 
numbered Waterway Concrol switches in fronr of you. Starr by using the 


Sluice Gare Key on the No. 10 Waterway Control to open the Sluice Gate 
turn he device lighr off. The others should all be open, bur if any are closed, 
open them as well. Now follow the cryptic directions on the Dusty Letter and 
close the No. 11 Waterway and che No, 4 Waterway, then open the No. 11 
Waterway; close the No. 3 Waterway and, finally, open the No.4 Waterway. 
Now make your way zo the other side of the Central Waterway Control, where 
you just saw che L 


e rise. You'll notice a Shiny Object on che oor in front 


of you (Fig, 1). Examine ie to obrain à Dull Fragment 


Dalan ar h 
om here, go and ralk to Kytes in North Sprawl or Filo in 
to the Sout 


sten co her tale. Now go to the Much 


Afterwards, vi house in Lowtown, where you can talk with 


Roh'kenmou. 


ern Plaza and talk to che Curious Woman 
d valk 
aa Merchant. Ask him abour che nec and he'll mention 
ri's Magicks in the East End, 


foor, to 


South Sprawl. Go 


by the fountain and u Bazaar an 


d Bas 


to the seco 


an Imperí next stop is Yi 


where you shou je Sorted Imperial who is crouched or 


find ace. Tell him al woman by the fountain. 


From here, go back and ralk vo Filo 


South Spraw. Tell her char you need to see 


the woman 
Magicks. You 


Sorted Imperialand you willeventually receive the Grimy Fragment as reward 


return with her to speak ro che Socred Imperial in Yugris 


chen be automarically transported co the shop. Talk to che 


Return to Old Dalan's and givé Rah'kenmou the chtee fragments you githered. 


for the first Miedalliong 


to conclude che 


dn mn <7 
Moonsilver Medallion, You should then zake this back®oRoh'kenmu at 
Charlotte's Magiekery in Archades. This coneludes the second Medallion Ï 
hunt: The third will follow later in the walkthrough, as some of the monsters 


involved are much coo'Strong for you tò face arthis stage in the story 
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== DRAKLOR LABORATORY =+ 


RECOMMENDED LEVEL: LV 38 


BEE en os we 


ENEMIES 
N 
lab at sss 
ae ties 543 
Wood Gigs 3-17 
rea | teperal Swordsman 35135255 
7 Imperia Hepie 51352353 
5E Ms 5 
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RuNTHROUGH 51 


B From the entrance on the 66* Floor head west, 
then north, to reach the North Lift Terminal and 
select 67F 


EO Head east, then north and enter room C.D.B to get 
the Lab Access Card 

B Enter Rm 6703 East and use the Bulkhead 
Controls to open the blue bulkheads 

B Return to the North Lift Terminal and select 68F 

B Enter Rm 6803 East and open the red bulkheads 


B Head north and west; enter Rm 6804 West and 
open the blue bulkheads 


1 Make tracks for the south-west corner of the 
floor; enter Rm 6811 West and open the red 
bulkheads 


EI Head north through the red bulkhead door to 
reach the South Lift Terminal; select 7OF and 
climb up the stairs opposite to enter the Energy 
Transitarium 


ED Defeat the boss 


EE en 005 ven 


Rm 6711 West 


BEE encrosr | EN en voren 


ON KE 


EN Ea 


Draklor Fauna 
Apart fram Mastiffs, most enemies here are of the Hume variety, and 
are similar to those you encountered on the Dreadnought Leviathan, 
albeit at a much higher level. They include Imperial Hoplites, Imperial 
Swordsmen, and Imperial Pilots, and they are often bolstered by one or 
more status effects. Physical attacks are the best strategy here. It's easy 
to defeat them one at a time, but it's a different matter entirely if you 
face several at once. Should this happen, try Immobilise to stop them 
from surrounding you, or Blind or Silence to reduce their attacking 
prowess. You can encounter a Judge in Rm 6813 West: he's a lile 
stronger than the other local foes, so eliminate all other opponents 
before approaching him, then cast Dispel as a prelude to a full assault 
Feel free to cast Blind as well. Note that you may find more unusual 
foes here, such as a few nasty Lab Rats in Rm 6814 East, Hecteyes in 
Rm 6811 East, and Blood Gigases in Rm 6613 West. If you decide to 
fight them, make sure you do so when no Imperials are around, and 
feel free to cast Sleep on them if you're outmatched. 


FINAL PANTAST UL 


Ze 
LEGEND | 
vnd [ You arrive on the 66* Floor. Head west, then north, past 
Blue Gate | the fallen soldiers, to reach the North Lift Terminal. Examine it and 
ef Ternieal select 67E ef murene 
| ‘South Lift Terminal 
5 KE $ 
p d Go east, then north. Enter room C.D.B, where you! receive 
Deden bmg 0) Car a Lab Access Card and the Map of Drakdor Laboratories. Unfortunately. 
Demen na when you leave C.D.B it seems that something is interfering with the 
lap 70“ Floor Minimap. From this point forward you'll need to rely on the Location 
Map and your own innate sense of direction to find your way through 
the maze of corridors. 
al Ê 
5 REEN You can now head for the next room down, Rm 6704 East, 
Did) where you'!l find a Save Crystal. Talk to the Senior Researcher to 
learn about the colour-coded bulkheads. They work in a similar 
fashion to the gates in Henne Mines: if you open the red ones, the 
blue ones will close, and vice versa. 
Rm 6815 West | Kan 6804 Wies Enter the adjacent room, Rm 6703 East. Use the Bulkhead 
Controls to open the blue bulkheads (and therefore close the red. 
bulkheads). 
KD) : 
Head back to the lift, past the first wave of Imperial | 
Hoplites and Imperial Swordsmen. When you approach the lift, Í 
more soldiers will leap out to greet you. Select 68F as your next Í 
destination. Don't worry about trying to clear the zone of soldiers, as 
more will simply arrive via the lft — just leave as soon as you can. 
KE | On the 68* Floor, go east and open the red bulkheads 
in Rm 6803 East. There are many more soldiers up here, with 
the number you choose to fight being entirely up to you. If you're 
finding that you're struggling to beat these enemies, i's « sign that 
r sa't sufficie for the area. It may be a good 
u p Embroidered 
P rewards in this 
hrough by the skin 
elsewhere when 
Rm 6811 West 
3 <6 MAILOR 
Treasure Hunting aid 
There are only five treasure chests in Draklor, but as they can potentially 
valuable items it's worth opening them all. The ideal route to take in order 10 
find each one is as follows: 
© After you have opened the blue bulkheads in Rm 6703 East on the 67* \ 
Floor (paragraph C), take the lift down to the 66th Floor to reach treasure 
containers #1 and #2, 
® Go back up to the 67* Floor. Open the red bulkheads from Rm 6703 West 
® Go south to find treasure containers #3 and #4. 
Diamond Armer Equipped mn 
® Go back to Rm 6703 West and open the blue bulkheads again. You can 
inue fros h D onwards. e 
continue from paragraph D or Sr 
The final treasure awaits you on the 70* Floor, in Rm 7002 Fast, which is just Bli dt edet Dld 
around the corner. It may contain a Pheasant Netsuke or a Hastega Mote, so eN ane Ne Uitg Mie mega Moe | 
don't miss it [3526 voos | on | soon | balance Moe HlyMote | taire | PSZ 
ml : } Il S 
5 |as4l oon | on lastega Mete ate Note 
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= 4 
e) Now go round to the other side (north when you leave the room, then 
west) to Rm 6804 West and open the blue bulkheads. 


6 Turn left when you leave the room and head for the south-west corner 


of the floor. Your next stop is Rm 6811 West, where you need to open the red. 
bulkheads. 


= + 
40 From here, head north through the red bulkhead door to reach the 


South Lift Terminal and select 70F. On the 70* Floor, take advantage of the 
nearby Save Crystal after the cutscene ends. Cast your best status effects on your 
party (including Protect, Haste and Regen), touch the crystal again to refill MP- 
gauges, then head up the stairs to the north to start your next boss battle. 


m BOSS: DOCTOR CID 8 
Doctor Cid will zake frequent pot-shots at vou, but you can't harm hin withvregnlaranaekstmnsee. 


d, Magicks, Technicks or items) until you have defeated all four Rooks, Howener Concumenes 

launched after a successful Quickening chain are an exception to this rule, IFyou'resuitäbhpemnfiden: 
(and have plenty of items that restore HP or MP), vou can use this to vour advantage bwatiaeking te 
Rooks with a sequer hains; any Concurrences vou achieve can also ham kim. However, 
lamage can vary wildly), and means 


this leaves a lot to luck (as you should know by now, Quicken 


that you will be dange 


rously short on MP until it can be reston 


The alternative is 10 adopt a less risky but proven approach, and concentrate physical attacks on one 
target at a time. Defeat one Rook after the other (you should generally avoid Magicks, as some have 
Reflect active), then use Dispel on Cid to remove his status effects. If anyone has a Dark-imbued 


weapon equipped (such le or Koga Blade), remove them as your enemy will absorb the 


e Rooks are destroyed, especialt 
y Haste and Berserk. Doctor 


damage they inflict. Melee 


jou have a damage deal 
Tokamak, but your party should survive this if 


healer diligently topping up evervone's 
E md =d À #1 Note that you only need to knock Cid's HP 
ek el ld $ Eedown wo around. 25% to win Ù 


BAE ENHEIM PORT —- 


REGOMMENDED LEVEL: LV 39 


B After chatting with Reddas's colleagues and exploring the many shops 
in Balfonheim, teleport to the Golmore Jungle 


Treasure Data, Diamond Armies Equipped 
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SIDE-QUEST 18: 
GONE FISHIN'! (PART 1} 


sou've forgotten, you hav 


't saved since your titanic struggle 

, so head either for the Save Crystal in the Aerodrome at Chivany 
Breakwater or, preferably, the Gate Crystal in Sea Breeze Lane. You can then 
relax and explore the city. Note that your old friend Dyce from the Tomb of 
Raithwall can be found astride a Chocobo close to the Gate Crystal. He's selling 
Gysahl Greens and, more importantly, Teleport Stones; you should buy some if 
you don't have many left. Incidentally, there's a Treasure Urn just behind him 
that contains 5040 Gil (Fig. 1). The Cartographer’s Guild Moogle is near to the 
Gate Crystal too: you can buy maps of the Cerobi Steppe and Balfonheim Port 
from him 


There are some seriously heavy-duty Magicks at Quayside Magickery. If you have 
sufficient funds, you should buy all of them. New weapons (including the Zephyr 
Pole, which could be of great use to you soon), protectives and gambits are also 
available in th various stores, so don't miss the opportunity to update 
your equipment and expand your strategic repertoire. If you run short of Gil or 
simply want to take the time to level up for a while, head out onto the nearby 
Cerobi Steppe (accessible via Sea Breeze Lane) to encounter an inexhaustible 
supply of suitable monsters. 


When you're ready to resume your quest, teleport to Golmore Jungle. 


SIDE-QUEST 6 
ANN AND HER SISTERS 


Ki id 


Five more Airship routes are now available, enabling you co conclude this 


side-quest: Balfonheim Port to Bhujerba, Nalbina and Archades, and 
Archades to Nalbina and Rabanastre. Take 


Lerter to her five remaining sisters and you will receù 


ach one of them, show Ann's 


a Ring of Renewal. To 


learn more about this si 29. 


SIDE-QUEST 5 


Ei CONVERSATIONS WITH KTJN 
You now have another chance to speak to Ktjn in Rabanastre, Fr 


tho 
the walkthrough closely. To 
207 and 329 


gh you may have already completed this quest if you have been following 


more abaur this side-quest, turn co pages 


SIDE-QUEST 16 
PHON COAST HUNT CLUB 


This side-quest is unlocked once you defeat Doctor Cid at the Draklor 
Laboratory. To begin this (frankly enormous) optional adventure, you need! 
to return to the Phon Coast Hunters Camp. You can learn more abour his 


from page 331 on: 


Kl 


Ee previously compleced side-quest £ 
(The Case ofthe Missing Cactoid — se page 230): Goto Bilfonhenn in 
and make your wap to Chivany Breakwarer. Speak vo che Fishing En 
who is, would you believe, engaged in a spor of fishing: Speak co him twice 
and ask him about his fishing rod. Run ro che entrance to the Acrodrome 
(wichout acrually going in), then reruen co where the Fishing Enchusiase was 
sering and you espy a fishing rod lying agaïnse the wall. Pick ie up to ger 

2 Muramara. Now go and speak to Ruksel on the west jecry ar Souch Bank 
Village in the Dalmasca Estersand area, and give him the rod. Talk co him. 
again zo start che fishing game. Start by asking him “How's ir work?” 


Basic principles 

You have to signal ro Ruksel which sort of fish is on the line by pressing 
the relevant controller burrons (read che order of the buttons horizon 
As a rule, che higher the value of the fish, the more difficule the button: 
combinarion will be. When you push the burrons in the right sequence 
before the fish reaches the other side of the screen, you will successfully catch 
the fish. Conversely,the fish will escape if you push a wrong burron, or if it 
reaches the ocher side of the screen. Ar the end of each round, Ruksel will 
give you whatever you caught. Every time you manage to ger all six available 


fish and chus score à 


perfect 


ou can press the burrons one more time to 
ger a bonus reward. You can relax for the bonus round though, as chereis nd 
time limite 


You can fish for Common Fish, Delicious Fish or Nebra Suceulenrs, but 

5 2 20% chance thar you will obrain an &mipey boule instead. 
defeared che Mark called Gilgameslijfgee page 317), youreant 
h the boss fish, 

you will receive Lu, 


his side-ques. 


there's alw: 
Once you 
also catch five coloured bordes which you will need 
Once you do so, it will turn into a Nebra Su 


Shangs Badge. You can leaen more aboue ch 


Fish for sale A 

Once che fishing evént scarts, you can sell your fish Ada who is sranding on 
the shoreline in che Sbuch Bank Village. She will oren 
ost of he ist(s seen in Take 1), 0 be sure of 


u manage ro &8llect 99 Empey Boels, speak co AlHai 
Electrum in return for all 99 Empry Bortles. % 


‘Corea Fist wo 


Delicious Fish | 10 
Nebra Succulnt zo 
Fishing locations 


There are five different fiShifloeatföns in coral. They AMER 
type of fish you will indithere, the direction in which thefiikrareewn 
the treasures char ôl will gERAEYBW score a"perfebs” round. Ar che 
you can gnly fisk che Downstream sector of River Nebra. The 
aes you musttiêet ro gain acces to the ocher areas are listed in, 


TABLE 2: BISHING LOCATION REQUI 


Doersream 
Midsream 

param 

Hidden Stoas 


Den of the River Lord 


_ [serene Ee ‘Upstream, reeivethe Cactoid Compact 


‘Score one “perfect” at Hidden Shoal, cete te Cactoid Cornmendaion 


“This is che perfeer spor to practice, and to obrain 99 Empty Botrles in order 
10 receive che Electrum from Ada. 


Horizontal (100%) 


100 Gl 4%) 
W-Pation (33%) 
Water Stone (339%) 


Fishing Location 2: Midstream 


Horiaeatal (40) / (erica 60) 


oo gil 38%) 
Water Magiclie (33%) 
Ps Se (34%) 


Fishing Location 3: Upstream 


oeizotal (40) / (Vertical 60%) 


Pes See (30%) 
Frogman GO) 
Tune Shell (30) 

‘(Cacoid Compact (109) 


xt ENCURCAEKe) 
8: c he god Ver 
B wew h 


FINAL FANTASLID 


SIDE-QUEST 19 Ze 


PIRATE OLYMPICS 


Speak twice to Rikken ar che far end of Saccio Lane in Balfonheim Port." 

When he asks you if you would care for a”Bir of spore” say “Sure” to start 

racing. All you have ro do is reach the end of che track first. To run seraight, 

simply press ® and © alrernarely: To turn lef or right, press (respectively) eg) mu 


® or © repearedly: The pace of the button presses isnit important: the 
secret is all in che ehychen. 


Winning Tips 
Winning the first few races shouldn't be too much of a problem: you just have 


to ensure thar you follow the straighrese possible route. However, the later races 


will be more difficult. From Tier 70 onwards, the other comperirors are much 


fascer. To maximise your chances, use the following tips 


1) Don't ger too close to Rikken 

Rikken runs faster when Vaan is close by: IF you scay near him, you often 
worit have a chance to catch up, As he likes to run on the left side of che 
track, stay on the righe side: this way, you will cover less distance when you 
negotiate the second bend (Fig, 2). 


2) Run dose co Elza 
Elz 


If you donit incerfere, she will be on che ideal pach for the second corner 


tends to move more and more towards the right-hand side of the track. 


However, by running close to her, you will force her to move to che left: she 


will then have to cover a greater distance when she reaches the second bend. 


3) Make Ra: 


Raz someri 


l down 


es stumbles and falls, bur he 


TABLE 3: TIER REWARDS 


is the fastest runner. Whenever you can, 


approach him from behind or cur across his 


Il down. 


path to make 


fi ada 
To summarise, start the race by sticking to Enait 
the left side to cu che first corner and force > 

5 Hebrgs 
Elza to keep to che left Afcerwards, run 
towards the inside of the second corner and 4 we 
take ie sharply, gece way whenever 5 oct andatde 
you have a chance zo do so: you will therefore Gude 
keep away from Rikken and cover the Naam Cad 
shortest possible distance. Seudy Diagram 1 s Handirchief 
fora visual illustration of this strategy ij mcn 

DIAGRAM 1: THE IDEAL ROUTE bain 

: B 

: 5 

: 

: 9 


Rewards 


There are 100 Tiers in coral. Ar the end of dabei 

each one you will receive à prize — but only id de de 

as long as you win, of course! You don't 00 Gil, Teleport Some 
have to complete them all ar once, so f 40 | 15006 verisign ves 
free to return to Balfonheim whenever you 500 Gil, Reflectga Mote x 
feel like strerc gs. Table 3 lists @ 350 GI herst 

the rewards availal ch Tier: the 

type depends on the Tier's unir digit; the | Tse ee 
quantity you actually receive depends on een 
the Tier's tens digir. Only the Tiers char are 0 Siel 

a multiple of ren have a ser reward. oo ENE 
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==_GOLMORE JUNGLE == 


RECOMMENDED LEVEL: LV 39 


kid 


Head west from the Gate Crystal along Whisperleaf Way, then 
continue west through the Needlebrake, Take the path that leads south, and go 
southwards until you reach the Rustling Chapel, 


4 
kB pmen south through the Rustling Chapel. If you harbour any 


lingering resentment after earlier Hellhound maulings in this area, you should 
be pleased to discover that you're sufficiently powerful to wreak a satisfyingly 
swift revenge. Take the south exit to the Feywood. 


SIDE-QUEST 2: THE HUNT FOR THE VORPAL BUNNY 
(A CHASE THROUGH THE WOODS) 


This hunt is available after you defeat Judge Bergan, bur it's less maddening if 


you attempt ie now. Speak to Nera, who can be found sitting on a wall in the 


As other 


Spiritwood, chen head for the Rustling Chapel in Golmore Jung 


enemies can really get in the way during this fight, ie makes sound sense to 


ry vo clear the area first. However, you must be extra careful not to destroy 


every enemy; try to leave one w 


k foe alive, such as che lumbering Diresaur 
IF you ger rid of all enemies, dangerous Dark Skelerons will appear. 


The Mark is rather skirtish and will ery to run away, so press 


@ vo lock on to 


disappearing tail. Srart by using Dispel to ger rid of its Faith and 


he creature and ke: 


am eye on es rapidly 


Protect status effects. Should the Mark manage to escape, search 


for ie along the jungle pathways. Generally speaking, it prefers 


to run away rache 


than artack, so ie will cause you very lirle 


damage. Your m to stand 


challenge here is 


r you to artack it! Os js to make it 


still long en 


Berserk to force face your party, che Blind co limir the 


effectiveness of its blows. Once you defeat it, you will receive a 


Rabbir's Tail. Return to Nera to receive your bounty of 2000 Gil, 


Lightning Arrows and a pair of Gillie Boots. 


THE FEYWOOD= 


RECOMMENDED LEVEL: LV 39 


RuUNTHROUGH 54 
ED Take the south-east exit from the Walk of Fliting Rifts to reach the Walk of Stolen 
Truths 
El Continue south and enter Antiquity's End; head south from here to reach Redolent 
Glade 
Defeat the boss 


B Head south to White Magick's Embrace; take the south exit from here to reach the 
Ice Field of Clearsight 


WE Find an altar with a Feywood Glyph and examine the pattern; pan the camera 
around and walk in the direction of the idyllic illusion to find the next altar; repeat 
the procedure until the illusion leads you to the entrance to the Edge of Reason 


B Repeat the same procedure, moving from altar to altar until the illusion leads you 
to Gate Gigas 


B Summon Belias and have the character that accompanies him touch the gate 


Beke 


CS by 
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erneer 
RUNTHROUGH 53 
Go west along Whisperleaf Way, then head south through the 
Needlebrake 


B Continue south through the Rustling Chapel and take the south exit to 
reach the Feywood 


ENEMIES 
16 Gerben Ee 
147 | Dead N wl 
u 31385 
| Mant se 
150 WERL EE 
Bl 387 
gt B3E8 
58 Onion Queen 387 
Ist Ping Mantis BCH 
155 Pumpkin Star 387 
156 ‘Golem ERKTE] 
157 Tepsalk 387 
mek 8356 
Holy Elemental NRD] 
runs EEEN 
Ginnegans EN 
Wild Maloe 85 
Teheran hing es 
7 ws 
oo î 355 
Em Capt m2 
0 Juggernaut 8 


FINAL FARTASLIN 
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EA Head through the Walk of Flitting Rifts to reach the Walk of Stolen 
Truths via the south-east exit. There's an Uen containing a Map of the Feywood in 
the east of this area. 


B | Now head south to reach Antiquity’s End, a haven free from fiends 
where you'll find a Save Crystal. Go through the south exit from here to reach 
Redolent Glade. 


Before you go, make sure you're prepared for the imminent boss battle. Being 
equipped with Mirror Mail can be a great help, as the Reflect status condition 
protects the wearer from the numerous status ailment that the monster causes 
(see “Mirror, Mirror”). You should also have your Gambits set to use restorative 
and curative items rather than Magick, as you will effectively fight most of the 
batte with empty MP gauges. In particular, be sure to have sufficient Vaccines 
(or Remedies with the appropriate Licence) to treat Disease, Smelling Salts to 
remove Confuse, and Alarm Clocks to wake anyone aftlicted with Sleep, You can 
save úme, and precious items, by equipping suitable Accessories — for example, 
a Bowline Sash to prevent Confuse, or a. against Disable, 
The boss is weak against Wind. If you can, equip someone (ideally your damage 


make sure you cast Haste, Protect and Regen on all your characters, Decoy on 
your “tank”, and Berserk on your damage dealer before entering the fray. 


When you're fully prepared, head through the south exit from Antiquity’s End 
to find that the way is blocked by a strange mist. After the brief cutscene, try to 
leave through the south exit once again. 


Mirror, Mirror 

Even if you don't usually get involved in the ancient mystical art of Battle 
Chaining, you should definitely consider a lucrative session hunting 
Mirrorknights in the Walk of Dancing Shadow zone. If you build a Battle Chain, 
they should drop Mirror Mail armour, which bestows Reflect, and is very handy 
for the Feywood boss battle. They're actually pretty easy to beat too; if you're 
having trouble dispatching them, it's a sure sign that you need to level up some 
more! They tend to be protected by Reflect and Haste, so you can use Dispel 

if required and follow up with physical attacks. You can additionally steal very 
useful items from them, such as X-Potions. 


If you're in a hurry, a faster way to obtain Mirror Mail is to buy some either at 
the Phon Coast Hunters Camp or in Archades. 


BOSS: RAFFLESIA 


‘The angry plant wil begin by unleashing a Magick feld that steadily drains your party's MP, with ts 
progress represented by a gauge at the top right-hand comer of the screen. There's nothing vou can do about 
this; you just need to -adapt your strategy accordingly. Start off bv using, Dispel to get rid of the creature’s Shell 
protection, then quickly have the character with the most Mist charges unleash a Quickening chain before y 
party's MP completely disappears. Afterwands, switch to using physical attacks. Rest assured that characters who. 


have Mirror Mail equipped will be well protected. 


The creature’s most infuriating move is Curse, which inflicts Confuse, Poison and Disease simultaneously. 
Remove these ailments quickty! When it has approximately 50% of its HP left, it will summon three 
Malboros. Deal with these immediately with physical attacks, After this, it may also cast Disablega. If 

it manages ta Disable all three of your main party members, switch in your reserve team (consider 
unleashing an immediate Quickening chain) and use Remedies. If you focus on healing status aìlments 
‘and hitting Rafflesia hard with your damage dealer, things should actually go pretty smoothly. 


Note that you can make this fight much easier by regularly using Remedies (or at least Echo Herbs) 

on Rafflesia with a character equipped with a 
Nihopalaoa: this will inflict several status ailments 
on the boss and render it far less dangerous. 


TREASURE CHESTS 


Treasure Data Normal Diamond Armalet Fu 
vaar Mas 
Map App. Gi lem Gi 


H-Podon Koot of Rust 


Hi-Foton Koot of Rust 


H-Potion, 


Krat of Rust 


voos Hi-Feten 


Knot of Rust 


voo He-Potion Knot Rust 


voos H-Potion 


Knotof Rust 


Hier Knot of Rust 


Hier Koet of Rust 


Hu-Dher Koot of kast 


Knot of Rest 


Hi-Potoa 


Hi-Bber Knot of Rust 


Hi-Patan, Kat of Rust 


Hi-Podan. Knotol Rust | ld 


Wier Knotof Rust | de 


Hi-her 


Knot of Rust Eide 


Kootol Rust | ie 


HP 


Hi-Poton_|_Hi-Potlon. | Koot of Rust 
ti-Bher |E | Koor Rust 
CEN BTT 
HEP Hier Koot cf Bust 
Hi-Fi Koord kus 
zitten Koord Rust 
teFelon | Hi-Poton Praat hus} 
MePtioo | Hoen | — | Kotlin 
HaPaton |W Trnarof mus | 


Koot of Rust 
Koot ef Rust 


Treasure Hunting 
You can find some great Gambits in the Feywood, including Foe: character 
= Bravery and Foe: HP < 1000; the latter is useful if you'd like to concen 
attacks on ailing enemies. Additionally, note that it's possible to obtain so 
extremely valuable equipment in the Edge of Reason, namely a Death 
sword (chest #26) and an Ensanguined Shield (chest #28). The chances of — 
them appearing are rather low, and the chest holding the shield can only be 
opened once, but they're definitely worth the effort, P 


your 


FINAL PANTAST II 


- < 
KD | After the battle, you will find yourself in Redolent Glade. Go back, save 


your game, and remember to restore your Gambits if you altered them before 
You should then head south from Redolent Glade to White Magick's Embrace. fl vurrmoos 
Continue south and collect the Feywood Candle from the Treasure Urn, then 

stride towards the Ice Field of Glearsight via the south exit 


4 - = $ 
E This zone contains several altars — they look like stars on the map. 


Find the one in which the message ‘Feywood Glyph appears when you stand in 
its centre, and press @) to examine the pattern. When you do so, you will be 
presented with a riddle that refers to an “illusion”. Stand at the centre of the 
altar and pan the camera around with the right analog stick, looking outside 
the shrine. You will soon see a vision of an oasis (Fig. 1). Walk towards the 
next altar in that direction, straight through the illusion. Repeat the exact same 
procedure, goïng from one altar to the next, until the illusion leads you to the 
next zone, the Edge of Reason. 


‘The same solution applies in this zone: look for the altar with a glyph, 
pan the camera round to find the illusion, go through it and run straight 
to the next altar. Repeat this until the illusion points the way to the Gate 

(Gigas, a huge stone gate. Approach it and read the inscription. 


+ 


Summon Belias, restoring the relevant character’s MP beforehand if 
necessary, and have his summoner examine the gate and touch it 


Feywood Fauna 
ny but deadly seems to be the watchword in the forest. There are lots of tough 
enemies here, especially the Deadly Nightshades. One on its own isn't too bad, 
but a swarm of them can be 4 problem. It's like the Mandragoras boss battle all 
over again! They're weak against Water though, so exploit that, and try to Dispel 
any positive status effects that they have. And if you do face Onion Queens, 
Pumpkin Stars, Topstalks, Mandragora Princes and Alraune Kings, feel free to 
resort to the same kind of tactics as the ones you used during the Mandragoras 
boss battle. Mus look harmless, but they are actually aggressive creatures. 
They're weak against Water too, and you can steal some valuable items from 
them, such as Pheasant Netsukes and Blood Wool. Unlike Deadly Nightshades, 
they tend not to hunt ín packs, which makes them a lot easier to beat with 
simple physical attacks. Tartarus are Undead wolf-like creatures (hat 
weak against Holy and healing actions; cast Cura to deal area damage 
groups. Golems are weak against Wind, so 4 Zephyr Pole can hurt them ba 
Physical blows are effective on Preying Mantises, but be wary if one of them uses 
Cannibalise and feeds on any other nearby enemies, as this will immediately 
increase its level. Basilisks are serpent-like creatures that are weak against 
Thunder, and shouldn't give you too much trouble; they tend to be rooted to the 
spot and are generally pretty easy to avoid. Behemoths are weak against Ice, so 
use Blizzara or Blizzaga to fell them quickly. It may be useful to use Blind too, as 
they're rather strong, 
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— ANCIENT CITY OF =- 
GIRUVEGAN 


RECOMMENDED Lever: LV 43 
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4 
IA) From your start position, go west to find a Gate Crystal. Go further west 


from there and touch the Way Stone, but before you do, prepare your team for a. 
boss batle with the Giruvegan guardian. Cast Haste on everyone, and make sure 
that your tank has a good shield and the best armour possible. This is going to 
be a particularly brutal encounter, so you'd better be ready! 


B BOSS: DAEDALUS 
Walk towards the guardian to trigger the battle, Start by immediately 


casting Dispel to remove its Haste and Protect statuses. Keep your main fighters 
supported with Haste and relentlessly pound away. Other characters can 
concentrate on healing, and attack whenever things are going according to 
plan. As long as vou keep your party members” HP above 1000 at all times, you 
should be fine. When its HP starts to get really low Daedalus will string together 
devastating combos with increasing frequency and may unleash its Smite of 
Rage attack. You can try to avoid this by switching in your second team and 
reeling off an almighty Quickening chain before it 
gets the chance to act. A more reliable solution is to 
have a strong tank with Lure to take the blows and a 
Berserked damage dealer to finish the job. 


/ hb 


| 


| Whien you've defeatedl Daedalus, another Way Stone will appear in front 
E_ofvou, butts a good idea to go back and save before you continue. Also, as this is 

the ast time for a while you'I have access to a Gate Crystal, you might like 0 think 
about undertaking some side-quests or hunts to build up your strength for the truly 
momentous challenges ahead; vou could also return to Balfonheim to sell your Loot 
and upgrade your equipment. You should definitely take the time to invest in Blizzaga 
you haven't vet done so, as it will be a great help in the next boss battle and with 
many of he powerful enemies tat you be facing in Giruvegan. When you've done all 
{hat you need to do, return to the Way Stone and teleport to the Trimahla Water-Steps. 


nd 
Head south down the slope to the first platform, where you'Il 

&ncounter two Behemoths that you should dispatch immedi: On the east 
ide of this first platform you'll find a device called the Avrio Gate Stone. Touch 
the stone to disable the Gate Avrio Magick barrier. 


+ 
Continue descending southwards, past the second landing and on to 
the third landing, where you'll find two more Mythril Golems, When you've dealt 
with them, touch the Chthes Gate Stone. 


+ 
Go back up the slope to the north, then down the slope on the other 
side. There are some heawy-duty enemies down here, so be extra careful. Battle 
your way down the series of platforms towards the south-west corner, where two 
more Mythril Golems are guarding a secret bridge. Defeat them, then step off 
the edge into the darkness to cross the bridge to the Aadha Water-Steps. 


5 + 
Keep going south-west until you reach the Paron Gate Stone and two 
more Mythril Golems. Defeat them, then feel free to touch the stone to unlock a 
gate leading to a Treasure Urn. Next, head down the ramp leading to the north- 
east and then keep going downwards until you reach the Parelthon Gate Stone. 
‘Touch it to open a short-cut leading back to the beginning of the zone. Continue 
downwards until you reach a ramp heading upwards, next to Gate Tychi. Follow 
the path to eventually reach the Tychi Gate Stone, which is guarded by two more 
Myihril Golems. Kill them both, then touch the stone. 


FINAL FARTAST ID 


RUNTHROUGH 55 


E Go west and touch the Way Stone 


E Defeat the boss 


B Touch the next Way Stone and teleport to the Trimahla Water-Steps 


El Head south to reach the first platform and touch the Avrio Gate Stone 
to disable Gate Avrio sat 


B Continue your descent in a southerly direction, past the second 
landing and onto the third; touch the Chthes Gate Stone 


B Go up the north slope, then down the slope on the other side; work 
vour way down via the series of platforms until you reach the final 
one; step onto the bridge to reach the Aadha Water-Steps 


1 Go and touch the Tychi Gate Stone 


ED Return to Gate Tychi and step off the edge into the darkness; cross the 


green bridge to reach the Haalmikah Water-Steps 
EB Go through Bulwark Chronos and Bulwark Hemera to reach the Gate 
of Fire 


EB climb up the ramp on the left and closely skirt the low wall on the 
right until it ends, then step into the darkness to cross the green 
bridge that appears 


B pefeat the boss 


B use the Way Stone to be teleported to the Great Crystal 


ke 


Giruvegan Fauna 

Behemoths abound in Giruvegan. They're pretty powerful, but can be put 

to Sleep. If you face a group of them, cast Sleepga, then follow up with 

Blizzaga. Gargoyle Barons are also plentiful throughout the level; concerted 
physical attacks work best, but if they really bother you, simply Disable them 
Additionally, you'll have to defeat several Mythril Golems. Dispel th tus 
effects if necessary, and hit them with physical attacks; you can also use Sleep. 
Vivians are troublesome, but you can neutralise them with Silence, Disable or 
Sleep. Last but not least, Diakon Entites are really, really tough as they favour the 
use of very strong Magick. Unless your party is at a very high level and prepared 
for a challenging encounter, i's probably sensible to flee if you meet one! 
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ä dg K| 
HP back down to where Gate Tychi was and follow the path to the A the start of the bat 


south-east. Step off the edge ofthe platform to make another green bridge 
appear, leading to the Haalmikah Water-Steps. 


ä — on 4 
1 Dern the large gate, Bulwark Chronos, and don't miss the 


opportunity to save via the Sa 
the Gate of Fire, 


e Crystal. Go through Bulwark Hemera to reach 


4 
kJ Run up the narrow slope next to the steps on the left, then turn right. 


Keep walking until you reach the end of the low wall on your right, then step into 
the darkness (Fig, 1). Another green bridge will then miraculously appear. Before 
vou make your way across the bridge, ensure that you're prepared for the next boss 
banle. Cast the usual status effects on your team, and consider setting u 
use Blizzaga automatically For this bau, you might also find that 
Als: status = Sap =® Regen” will be useful, as the boss regularly uses Sap. 


RUNTHROUGH 56 


EA Step into the void to the left of Gate Scorpio; cross the bridge that 
appears to reach Kabonii Jilaam Pratii'va 


B Follow the only way available undl you find Way Stone VII; touch it to 
warp to A Vikaari Kaboni 


B Take the left of the three paths (south-east); use the Cancer Gate 
Stone and go back up to A Vikaari Kabonit 


B Facing the three paths, take the one to the right (south-west); follow 
the only available downward path; use Way Stone V to warp to A 
Vikaari Blrum 


B head down the bridge directly to the left of Gate Pisces (southeast); 
follow the path down to Sthaana Pisces and touch the Pisces Gate 
Stone; retrace your steps to A Vikaari Bhrum 


@ Take the left path down to Dha 
Stone II to reach the Crystal Core 


B Afier the cutscene, head down the only path to reach 
touch Way Stone 1 to teleport to the Gate of Wind 


ari Jula (south-west); touch Way 


Save Crystal; 


EI Continue on through Bulwark Minas and defeat the boss 
EB Go through Bulwark Acon and touch the Empyrean Way Stone 


EB After the cutscene use the Tellurian Way Stone to warp back to the 
Gate of Earth; use the Gate Crystal to teleport to Balfonheim Port 
tr 


Te 
zin 


BOSS: TYRANT 


ck feld will disable your Technicks forthe 
or and 
ry strong; its plvsical attacks can exact 


inter. This means you can't resort to Charge, so haví 


ces is a plus. This bass is v 


Li 


damage of over 1000 HP every time. Furthermore; it performs powerful assault 


so vou should have one character 


dedicated to healing the others, preferably armed with a ranged weap 


st, cast Dispel to remove the Tyrant's Shell, Protect and possible Haste status 


effects, then use your standard battle strategy. However, note that you can 


is bass very qu W ils weakness to Ice. Vor 


Blizzaga Magick, or attack with Ice-imbued 


weapons such as Icebrands or, even better, Tridents 
fre 
of 


Haste, and Bubble if vou have it 


Balfonheim Port. You will make short work 


ur foe this way, especially 


N Ei up Ar u 


ä — NS 
Once you've defeated the Tvrant, a Way Stone will appear ín front of you. 


As you will have to fight some strong enemies before you get the chance to save 
again, take the time to backtrack to the nearby Save Crystal. You can then safely 
return to the Way Stone to teleport to the Great Crystal. A word of warning: the Gate 
of Fire area between the Save Crystal and the Way Stone was previously blissfully 
enemy-free, but this time around it will be infested with Gargoyle Barons. 


lo GREAT CRYSTAL —- 


RECOMMENDED LEVEL: LV 43 


KA) You have no maps to speak of here; the Minimap has completely 


ppeared, and the Location Map is just a representation of a big crystal 
which, while interesting to behold, is not much help ín terms of navigation 
From your starting point, look to the gap to the left of Gate Scorpio and step 
ofthe edge. A green bridge will then appear underneath you: Head down itto 
rech the next area, Kabonii Jilaam Pratii’vaa. 


4 


B Be careful when you arrive as there's a Sten Needle trap here, 
protecting a Treasure Urn. Cast Float to enable you to move around without 
eting off the trap (Fig, 1). Head through the gap and down the bridge to reach 
Kabonit Jilaam Ava. There's only one exit rom here, down to Dha Vikaari 
Brum. From there, touch Way Stone VII to teleport to A Vikaari Kabonii. 


- 4 
© Take the left route of the three paths to arrive at Sthaana Cancer, where 
ou face two Mythril Golems. Take them out, then use the Cancer Gate Stone to 
unlock Gate Cancer: Go back up the right-hand path to A Vikaari Kaboniï 


EE: 


D| Now head down the second path on vour left to reach Bhrum Pis Prati. 


Follow the only available path to Dha Vikaari Trahik, where you'll probably run 


eaf waurrmaonGt 


BOSS: SHEMHAZAI 


E First this 


ability to 


gs first cast Dispel to remove her Hast Because of Shemnha 


any char that she is weak against 


ge the type of elermental M 


and, more importandy, that she can absorb, t's best to use physical attacks on 


ove over 2500 


her, and stick to non-elemental weapons. Her Shock attack can re 
HP in one fell 


nd Cura € 


woop. Hoever if you have the right Silenoe-hrwarting Accessories 


bits set up, vou should be fine. Regularly cast Haste an your 


u should 


party use Decoy on vour tank, and Berserk on your damage dealer, and vor 


be able to defeat your foe simply by pounding away with physical antacks. If vou 


want to finish with a flourish and avoid any last-minute m 


chain when her HP is 


aps, vou can try lo 
hly 20%. After your victory 


NL receive tie Esper, 


pwn 


unleash a Quicke 


vesnhazaú the Whisperer 


KT | y £ 
Exit via Bulwark Aeon. Examine the Empyrean Way Stone and read the 


vatch events unfold! 


inscription, then choose to touch the device. Sit back and w 
Mong the way, you will receive the Treaty-Blade. 


into a Reaper. Use Way Stone V to reach A Vikaari Bhrum and Gate Pisces. op) 
Es) — —$ 


4 
KE Make tracks along the pathway to the left of the gate and enter Trahk 


B pis Praa. There's only one way to go here, leading you to Sthaana Pisces, where 
you'll find two more Mythril Golems. Touch the Pisces Gate Stone, then retrace 
your steps to Trahk Pis Praa, and back from there to A Vikaari Blrum. 


El Taa 4 
fj Take the path on the left down to Dha Vikaari Jula. Touch Way Stone Il 


to reach the Crystal Core where you get to watch a cutscene. 


EG Head down the only available path to 


Stone 1 to teleport to the Gate of Wind back in Giruvegan. Before going through 
Bulwark Minas, make sure that your team is prepared with the usual status 
effects for the upcoming boss. Furthermore, this creature can cast the Silence 
and Disease status ailments, so have Gambits set to use Vox or Echo Herbs, and 
(leanse (available at Phon Coast) or Vaccines. Even better, equip Accessories 
such as the Rose Corsage 


et 


ha Save Crystal, Touch Way 


Use the Tellurian Way Stone to warp to the Gate of Earth, then teleport 
to Balfonheim Port via the Gate Crystal. 


Crystal F 
Expect to deal with lots of Ose in the Great Crystal. Their Hell Blaster attack 

isa status zilment nightmare: Disable can be particularly problematic, so use 
Remedy to get rid of it, or, even better, equip « Black Belt. Fortunately, you can 
counterattack with Sleep or Silence. Itis possible to rack up an impressive 
Battle Chain with these creatures (and you can steal Chronos Tears from them, 
too). The Undead Reapers live up to their name with some deadly attacks, but 
you should be well-schooled in dealing with their ilk by now. You will also have 
to deal with several Mythril Golems; use Dispel to remove their status effects and 
concentrate on physical attacks, especially if you have Water-imbued weapons 


If you decide to further explore the Great Crystal later on in your adventure, 
you will run into much more dangerous enemies. Feel free to study their 
characteristics in the Bestiary chapter, and bear in mìnd that many of them deal 
Dark damage, and are weak against Holy. If you can obtain the Holy Magick 

or Holy-imbued weapons before you return, your trip will be much easier. 
Naturally, equipping protectives that absorb Dark will also be an obvious boon. 
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Treasure Hunting EE K 
The three Treasure Urns (numbers 1, 2 and 3) that you can easily find during Kanis EEn 
this first visit to the Great Crystal will not reappear once you have opened them. 4 GaGa 
However, there is a 50% chance that each individual container will yield an as = a Gate soor wers 
Extremely valuable piece of equipment: a Black Mask (which absorbs the Dark De hin wedden Gate Poss 
element), White Robes and a Holy Lance (which is Holy-imbued, a blessing in the AL oe dk En 
Great Crystal). IF you have the patience to do so, save your game before opening, 0 ed 03030403, 040 MD 
any of them, and open them one by one. Save each time you're lucky enoughto get Gies 40554056 
the treasure you seek, and reload if you receive the “wrong” item nd dye ons 0e Gelnt pie 
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In the Great Crystal the surrounding Mist is incredibly der o vour characters up lo Way Stone IX ‘(Gate Gemini It . 
will recover their MP at à much faster rate as you travel. This means that you can 168 eager EE En 
hijs ” 5 Sto to Wi San Gaten 
establish Gambits that would usually be prohibitively expensive in terms of MP use Sane 
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RECOMMENDED LEVEL: LV 43 


You've got time to go shopping here and stock up before resuming 
vour quest. New and important Magick is available at the Quayside Magickery, 
including Arise, Esunaga, Protectga and Shellga; when you acquire these, you 
should spend a few fruitful minutes a 
There are also new weapons and protectives on sale, 
vou can. When you fly to vour next destination, you won't have a chance to shop. 
again for quite a while, so be sure to also invest in Vaccines and Remedies, 
which will be invaluable later on. Naturally, this is also a good time to complete 
some side-quests. 


Once you're ready to leave, head for Saccio Lane in the south-west corner of 
town. Talk to the Manse Watch at the end of the road to enter Reddas's Manse. 
Watch the cutscenes, after which Reddas will join the party as a guest and Nono 
will return to tell you that the Strahl is finally repaired. 


ä + 
B Go to the Aerodrome and talk to the woman at the Private Airships 


desk and tell her that you're ready to board, You can then select your chosen 
destination from the World Map. From this point on, you will also often see the 
Strahl's Anchor (Fig, 1) next to Save and Gate Crystals, so you don't even have 
to visit an Aerodrome to board your own personal airship. Choose the Ridorana 
Cataract, and then sit back and enjoy your flight! 


SIDE-QUEST 2 
THE HUNT FOR THE MINDFLAYER (THE MINE FLAYER) 

4 ER EN 

across Haulo Green: rake the Chocobo pach to reach che westen entrance of 

the Henne Mines in he Shred. Use the Gate Switchboard vo open the gate 

and head south. To make the Mark appear in the southeenmost tunnel of the 

Phase 1 Dig, the sum of the active party members’ current MP must be 90% 

or more of the sum of their maximum MP. IF chis is noe the case, switch in 

reserve party members wich the required amount of MP. Use physical arracks 
unc the Mark has less than 20% HP, at which point ie will 
completely restore its HP and MP, raise its level and boost itself 
with several positive status effects. Use Dispel co deal wich the 
larcer. As ie likes to inflier Stop, it helps to have 2 Power Armler 


equipped and to use Chronos Tears. The Mark's most dangerous 


arrack is the area-effect Time Requiem, so try to keep your parry 


spread out around ie. Ie may also cast Invert, which swaps a 
character's MP wich their HP; healing Magick can take care of 
han 15% HP lef, 


this ín no time at all. When the Mark has less 


h ie off. Return to the 


haîn to try and fi 
00 Gil and 2 Carmag 


unleash a Quickeni 


Peritioner to r 


Peuioner 
Warnior Guromw 
share Lal ol te Land, map 21.2) 


RuNTHROUGH 57 


B speak to the Manse Watch in front of 
Reddas's Manse in Saccio Lane 


B After the cutscene, go to the Aerodrome 
and tell the woman at the Private Airships 
desk that you're ready to board; select the 

Ridorana Cataract as your destination 


SIDE-QUEST 2: 
THE HUNT FOR THE GIL SNAPPER (PARADISE RISENI 


This Mark is one of Montblancs Priority Petirions. Once you've accepted 
the bill com him, go and talk to Nanau in the Crysal Glade ar Giza Plains 
during the rainy scason. The Crystal Glade is righe nexe co the Serahils 
Anchor, so you can fly direcely there. IF you accept the hune from her, she wilk 
give you the Silent Uen, and tell you to head for a hidden locarion in the ease 
of che plains, che Tracks of zhe Beast. Firsc, chough, you must create à path 10 
the Mark by knocking six Withered Trees ino the warer. The first is behind. 
Nanau in the Crystal Glade. The ochers are in Starfall Field, Toam Hills, he 
Nomad Village, Throne Road and Gizas North Bank. Once you've pushed 
all six inco the water, head for Gizas South Bank. Cross over the bridge of 
trees that has appeared to reach the Tracks of the Beast area. Bansat from 
Clan Centurio will greet you as hes decided ro lend à hand, The Mark will 


only appear if i's raining heavily, so if the weather condirions are not exactly 


right, you will only find Silicon Tortoises here. Be sure to check our the Uen 
in the south of che area, as it contains the Feather of che Flock, an item char 
is required for the “Stop Thar Cockarrice!” side-quest (see page 294). Leave 
the area and rerurn repeatedly uncil the rain worsens, when Bansar will cell 

you thar your quarry has emerged 


Use Dispel immediately to get rid of its Shell 
Haste and Protect srarus effects. The Gil Snapper 


uses Blizzara a lor, as well as Disablega, so try 


and cast Silence on ie and equip Ice Shields (or 


es) on your team. You can Blind it to 


reduce the efficacy of its physical arracks, 


wich Thundaga or arrack wich Ligh 
weapons, as its weak against this 
you can also steal a loc of Gil from it! Once you've 
beaten the Mark, it will automatically be drawn into 
the Urn. Return co the Crysral Glade. Instead of 
Nanau you will find à Soggy 


Village during the dry scason. Do so to receive a 
reward of 3000 Gil and Phobos Glaze 
En err | tn | aen 
Nod vangeard and higher 


SIDE-QUEST 2:THE HUNT FOR THE BLOODWING 
(THE DESERTER'S REVENGE) 


In order to face this Mark you must first have complered the Dalmascan Parient 
side-quest (page 231) and received che Barheim Key. Use this key to open che 

Weacher-Beaten Door at the Murmuring Defile in the Dalmasca Estersand and 
recenter che Barheim Passage. Head north, through che Zeviah Subrerrane ro 
each the Great Central Passage. Theres a Gate Crystal in the next section to the 
north, the North-South Junction, which you should activate as you’ be coming, 
back here later co fight an Esper. Return to the Great Central Passage and head 
west zo reach the East-West Bypass, the upper of the two parallel tunnels. From 
here, climb up the steps and cross over zo the Zeviah Span. Go south and down 
the steps co the east, to find a Barheim Candle in an Urn, which reveals hidden 
areas on che map, indluding the West Annex, Terminus No.7 Adjunct and 
Terminus No.7. Your quarry is in che West Annex, bur when you reach che end 
ofthe Zeviah Span you’ face an apparent dead end. Go back a few feer and 
knock che Precarious Cart dow the slope on che right-hand side of che tracks. 
Follow it down and head south to reach the West Annex. To find the Mark, you 
must wend your way furcher along the tunnel, which is crawling with dangerous 
Undead enemies. You will eventually each the Bloodwing. Do your bese co hin 
our the Undead hordes before you concentrate on the Mark; however, note thar 
you worie be able to ger rid of all of them, as they 


re-spawn ehroughoue che barre. 


Start by dispelling the Mark's status effecrs, chen 
regularly Silence and Blind ir. There are several 
possible ways to defeat ir 


. 


Cast Immobilise to prevent some of is physical 
arracks, and target it with long-range weaponry 


. 


Cast Reflect on your team and deal huge dar 


by bouncing Firaga from your party's Magick 
barriers 


Alrernarively, cast Reverse on the Mark, and hir ir 
with your best Ninja Sword (or any ocher Dark 


imbued weapon) 


N 


pyr Fang. 


vanquished, rerurn zo No. 381 co 


receive 2400 Gil, 


SIDE-QUEST 2 


THE HUNT FOR THE BRAEGH (RODEO TO THE DEATH) 


un Bombs and a Va 


Peutioner 
No. 381 (Dalmasca Estersand 
South Bank Village, map 3-5) 


To reach this Mark in the Corridor of Ages ín the Salikawoad you must 
first have defeated che King Bomb at che Grand Bower (sce page 275). This 
Mark favours status ailments, so try to prevent this by casting Silence and 


FINAL PANTAST UI 


SIDE-QUEST 2: THE HUNT FOR THE DARKSTEEL 
(SHELLED OBSTRUCTION) 


This Mack is easy vo find. Simply telepore zo the Sochen Cave Palace, cake 


the lift down, and head souch to Tempcarion Eluded. IFyou happen to have a num 


Bone Mail, or a Bone Helm, equip them to halve che damage dealt by Dark 
Magick, as this Mark likes zo cast Darkras a Black Mask, which absorbs 
Dark, would be even better. 


Peoner 
Homesick Man (Archades: Vin's Armaments, 
aap 34-41) 


Scart by using Dispel ro remove its Shell Bravery 


and Protect sratus effects, and immediately follow 
this up by casting Poison. Stick as close to the Mark 
as you can to prevent it from using Purify to remove 


the ailment. Keep pounding away, and you'll find 


this a fairly easy Mark to vanquish. Return to the 
Homesick Man in Archades to receive your reward 


of 3000 Gil, Lead Bolts and Adamanrite. 


SIDE-QUEST 2 
THE HUNT FOR THE ANTLION (ANTLION INFESTATION) 


‘This is a Priority Periion which is only available from Montblanc. To stare the 
mission, talk to Niray in che Staras Residence in Bhujerba's Cloudborne Row. 
She will give you the Site 3 Key, which opens the Wroughe Iron Gate in Site Zf 
the Lhusu Mines. From there, head westwards through to Sire 3, then south to 
the other side of Site 2, which was previously unreachable. Climb down the steps 
and go south to Shunia Twinspan. From here, head farther south to Transitway 
Land press the switch on the Gare Switchboard to open the gate further along 
the tunnel. Nore char the nearby Transitway 1 Cart can now be used to return 
quickly to the Shaft Entry when you're ready to leave the mines. For now, though. 
head west via Transitway 2 (where you find a Gate Crystal and one very | 
frighrened child) and the Tasche Span vo reach the Andioris lair ín Site 9, 


The Antlion can use Cannibalise to devour nearby Killer Mantises and thus 
greacly increase its power, zo try to use Acroga or Scourge to damage boch 
the Mark and the minions that íe may feed on. Ie may also cast Disable, so ie 


Immobilise ar che start. It will also attempe co cast 


Iavert, so thwart his by cascing Reflect on your party 
ies ie will eherefore cast Invert on itself, enabling 


you to defeat it wich case, IF this doesnt work, its 
weak against Tee, so hie it wich Blizzaga or Tce-imbued 
weapons. When its HP falls below 50% ie will cast a 
barrier chat makes ir immune to all Magick atracks, 


helps co have a Black Belt equipped and Remedies 
to hand. Keep attacking the Mark with weapons and 
Aeroga vo finish ie off if you wish, you can use the 
Reflect technique to achieve this resule quickly 


When you return co Niray you will receive 4300 Gil, 
à Bubble Bele (a fantast prize!), and a Sickle-Blade. 


zo you should chen srick to physical atracks. Return 
vo Va'Kansa to receive 1700 Gil, an Obelisk and a 
Hi-Ether. Talk to Va'Kansa co lean thar the Hawker 
in Phon Coast is his partner. IF you subsequenely go 
and talk co che Hawker, he'Ilask you to give Va'Kansa 
a message from the Boss. You won't ger anything for 
ie, bue is a fun lieele diversion. 


vaas porn igmaae 
Habbling Vale, wap 25-5) 


You can also sell her your last borele of Bhujerban 
Madhu (see page 230). The Site 11 Key, which 
Yrlon dropped in the mines, can now be found at 
the Hunters Camp on che Phon Coast next to the 
Fallen Bhujerban. This key is necessary to open the 
Wrought Iron Gate in Lhusu Mines Site 9, where 
you can bartle che Marks Diabolos (see page 317) 
and Gilgamesh (see page 317). 


Poor Paton 
No6 


‘Clan Rank 
Headhunter and higher 


SIDE-QUEST 17: STOP THAT COCKATRICE! 


CÌ To scart this side-quest you must first have beaten the Cluckarrice Mark (see 
page 216) and have visited che Draklor Laboratory. From thar poine forward, 
you'll norice char something strange has happened in the Nomad Village ar 


Giza Plains should you visit ir during the dry season. The Cockarrice pen is 
empty and iës your job to round up the six escapees! To do so, you will need to 
get the Feather of the Flock ar che Tracks of the Beast (zone 4-9), which you 
can only reach after you have knocked down che six Withered Trees co create 


a bridge across from C South Bank. You may already have done this while 


complering the Gil Snapper hunt (see page 292). This item enables you to 
understand the language of che Cockarrices 


Sassan can be fo: 


n the South Bank Village of the Dalmasca Estersand. He 


wants to visit che North Bank Village, which can only be achieved if you follow 


these instructions 


« Talk to Tchi 

© Talk to Tchigr 
the North Bank 

© Talk to Tchigri for a chird time and ask co put Aeryl on the Ferry 


i on the jetty and say you want to cross the river with Nathyl 


to reruen co che Souch Bank alone from 


® Once again, talk co Tchigri to return to the South Bank alone. 


« Now ask Tchigri to put Sassan on the Fe 


« Follow Sassan. 


rie on the North Bank, Sassan will chen h; 


2 Koga Bl 


After meeting up with T pily 


de as a reward. 


return to the Nomad Village, and you will rece 


Shurry is in the Lull of the Land in Jahara. Speak co her, chen talk co £ 
Herde hi Plains. Talk ve 
Uball-Ka in che Elderknoll to receive che Gift of che G 


je Garif 


hat Shurry comes from C 


at-chief, chen 


the Garif Herder v 


Chit 
Examù 


he Fane of the Path in Eruyt Villags 


the Sp 


g Lighr on the ground 


Dewdrop Pebble. Talk to Mien, who will ask 


the first pebble. You can collect a further eighe from around the village. Note thar 
rby Wood: 


les to Mijn 


k co ch 


Dewdrop Pebb 


after examining the Turquoise Pebble (Fig. 2 


dweller and ask her to ger ir for you. Rer 


op a Milk-White Pek 


and give ie to Mien. After the subsequent conversa 


talk to Chit who will d edge to her left. Pick 


on Chit will re 


e rewarded wich a Y thar if you dont 


Plains and you 


the Dewdrop Pebl sour inventory w 


s to Mien they will dis: 


lk Pelle 
chit 
Emù 
Cherry Pebble 
Honey-Glourd Pelle, 
peep Ceimsan Pebble 
Pale vellow Pele 
Teal Pete 
| rargone Pltle” 
‘Cobalt Blue Pb 
Berline Pebile 
Lavender Pele 


Moomer is hanging around the Chocobo-Fa Lane, Balfonheim. 
Talk to the Chocobo Wrangler; Miffed Moogle and Gurdy in thar order » 


Moomer to return home and to receive your reward of a Defender. Show the 


get 
Feather of the Flock ro che Chocobo Wrangler to learn more about Moomer. 


Agytha is in the Grand Arcade in Archades. You must have a Sandalwood 


Chop in order to reach the Grand Arcade (see page 273). If you don't want zo 


spend time solving local citizen's problems to collect Pine Chops to exchange far 


a Sandalwood Chop, you can buy Pine Chops from a Chopmaster for 20,00 


Gil each (you sometimes have to talk to him more than once to access this 


option) 


m Cockarrice in Old Archades to make: 


Talk to Agycha and tell her abouc che 


her return to Giza Plains. You will then receive 2 Tamulus. 


Renn is in Rabanastre's North End. He will run away when you talk to him, 


so give chase and 


y to talk co him again. However, you must sneak up or him 


withour him seeing you, If you approach him directly from behind, he wo 


be able ro spor you, but you must be sure to walk rather than run. IF he hears 


you thundering alang behind him, he Il ran of again and you simply we 
hod is to hide beh 


lan Hall, à 


of you, walk re 


catch him, One sure-fire m one of che pillars in fr 


of Yamoora's Gambies or che C 


nril Renn passes by, When 


hes abour co him slowly and strike up à 


et zo talk to Renn, answer “Erma 
yo 


d Sword as 2 reward. 


ely. When you f 


has already gone home, valk to Renn again and 


answer “Yes” you will receive a Dian 
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RUNTHROUGH 58 


EI Go east to Echoes from Time's Garden, north to the City of Other Day 
then south-east to the Path of Hidden Blessing, until you arrive at the 
Save Crystal; head up the stairs to enter the Pharos at Ridorana 


EN voos onver 


Echoes from Time's Garden | 
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eastwards to enter Echoes from Time's Garden. Advance further and battle your way 


through the plentiful enemies. Make sure you're using Libra because there are lots of 
taps in this area. Take the north exit to reach the City of Other Days. Go straight, then 


climb up the steps to the south-east to arrive at the Path of Hidden Blessing, 
the steps to reach the Save Crystal, which is guarded by traps; you can easily a 
casting Float. Head up the steps to the east to reach the Pha Ridorana. 


Ridorana Cataract Fauna 


In this area you can expect to face Deathclaws, which are weak against Ice and can be 
Blinded. They should be no match for your regular attacks by now (and if you're having 

problems beating them, you really don’t belong here yet and should go elsewhere to level 
up). You can string together good chains with them, and steal valuable Loot such as Suits 


=o PHAROS AT RIDORAN 
FIRST ASCENT * 


RECOMMENDED LEVEL: LV 45 


RUNTHROUGH 59 
EB Climb up the steps and defeat the boss 


B Go up the eastern steps; approach the large gate, then go through to the 
Wellspring; enter the Wellspring Labyrinth to the south of the Way Stone; defeat 
‘enemies to collect at least three Black Orbs 


B Make your way to the eastern Altar of Night in the Wellspring; use one of the 
Black Orbs in the Altar 


1 Retrace your steps to the Way Stone and head south-east to reach the 
Wellspring’s southern Altar of Night; use the second Black Orb 


B Return again to the Way Stone and climb up the steps to the north; battle your 
way eastwards to reach the northern Altar of Night; use the third Black Orb. 


B Go wo the east side of the Labyrinth; climb up the stairs and go through the 
Threshold of Night in the Blackrock Vault; climb up the hill at the Dunes of 
Profaning Wind 

B pefeat the boss 


E Retrace your steps to the Wellspring; use the Way Stone to teleport to the 
Wellspring Ravel — Ist Flight 


B read through either of the Ancient Doors; destroy the two Brainpans to make 
a green bridge appear, then cross it; repeat this with the next four Brainpans to 
manifest the four pieces of the green bridge on 14F; cross it and climb up the 
steps until you reach Wellspring Ravel — 2nd Flight 

EB Ascend to 25, taking out six Brainpans on the way to conjure up another 
bridge; cross it and go south 


B climb up to 315, destroying five Brainpans on the way to make the bridge 
solidify 


Continue your climb upwards to the bridge on 35F; destroy ten Brainpans and 
cross the bridge 


B Climb up the steps all the way to the next bridge at á6F, destroying three 
Brainpans on the way to make it appear 


ED Head up the steps to 47F and continue up more steps until you reach the 
‘Ancient Door leading, to Horizon’s Break; go up the steps in the south-west 
room and through the Ancient Door at the top; walk along Horizon's Cusp, up 
the steps and round to another Ancient Door 


E Defeat the boss 


B Exit Horizon’s Cusp via the east door; use the Way Stone to teleport to, 


Pharos — Second Ascent 


Climb the steps from the Strahl's Anchor to reach the Save Crystal, then head 


of Charger Barding. You will also face Cassies in this area; the sweet name belies. 
their fiendish ways! They're weak against Wind and can inflict lots of status 
aïlments, so prepare yourself accordingly. 


Treasure Hunting 
There are plenty of rich pickings for treasure 
hunters at the Ridorana Cataract, including 

Ethers, Hi-Potions, and, best of all, an Ivory” 
Pole and a Penetrator Crossbow, two weapors: 
that will only appear on sale once you have 
visited the Pharos. Both can be extremely 
useful here if you have characters that 
specialise in their use. 


Là 


TREASURE CHESTS 


toren, 
| i-Feren. 


LO | Poten! Pen Down | 500 | Knot af ku 


A boss encounter is imminent, so head up the steps after ensuring tr 
are fully prepared: cast Haste and Protect, and adjust your Gambits to use R 
for Doom, and Vaccines for Disease. Don't forget the importance of Acc e 
you'll benefit from equipping a Tourmaline Ring to guard against Poison, or 
Quasimodo Boots to prevent Sap. IF you have a Black Mask, be sure to equip itioo 


BOSS: HYDRO 


Start off by casting Dispel and Slow, then attack relentlessly (note: don't use 
Dark-imbued weapons). The guardian’ Fearga attack will siphon massive 
mounts of MP from vour team, so use either Ethers or Charge to replenish 
depleted gauges. Additionally, Curse can inflict all sorts of nasty status ailment, 
so Esunaga should prove invaluable here. It also helps if you move your leader 
around so that your party members are not all grouped together. Towards the 
end, Hydro will cast Bio and Darkra, amongst 
other things. When its HP drops below 20%, throw 
everything vou have at it, either by Berserking your 
damage dealer, or by bringing in your reserve team 
to perform Quickenings. 


|_20500 


ree Orbs. Not every enemy will drop an orb, so you will have to dispatch _ 
several foes in order to obtain the three that you need. When you kill an enemy 
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carrying a Black Orb, a familiar “” symbol will appear to indicate that there's 
something of interest in front of you (Fig. 1). You”Il be prompted to touch the orb 

Bin order to obtain it. You'll need to be quick though. or it will soon float away out 
of reach. On other occasions, you'll simply need to press ® when vou stand close 
{oan orb to pick it up. However, there are instances where your leader may be 
busy (for example, while healing other characters) when you try to pick up the 

B _orb, so its easy to lose it, You can stop this happening by turning of the leader's 

E_Gambits via the Battle Menu for « few moments to enable you to pick up the orb 
before it floats away. Don't forget to turn them back on afterwards! 


Continue exploring this area, collecting treasure and the Map of Pharos: First 
Ascent. The latter can only be reached by heading all the way to the south-east 
corner of the southern Labyrinth, then going to the far west corner of the long 
central corridor along the south edge of the Labyrinth 


Vaan — 23324123 5 
Batshier e__ 455 
Bas 2603490 ME 304 


42875 MP210 


Treasure Hunting 
One of the most interesting treasures that you may be lucky enough to find is in 
the north sector of the Wellspring Labyrinth: its a White Mask (no. 4), which 
as massive Magick Resist powers, and absorbs Holy 


Treasures that can be reached by crossing the red bridges after destroying 
Deidars (see “Green or Red”) include a Duelling Mask (no. 10), which has 

a Magick Resist of 45, and a Holy Rod (no. 8), which is imbued with the Holy 
element. Given that many foes in the Pharos are Holy-weak, you might find that 
this weapon deals high damage despite its relatively low Attack Power rating, 


+ 


When you have at least one Black Orb, batte your way round to the 
south-east side of the Labyrinth and enter the eastern segment of the Wellspring 
Atthe far right end of this central area you” find the cast Altar of Night. Read 
the inscription, then examine the Altar and select “Use a Black Orb” 


ad 


Retrace your steps back through the Labyrinth to the southern section 
ofthe Wellspring and use another Black Orb in the south Altar of Night. Note 
that the order that the Altars are activated ín is not important 


+ 
E up the steps north of the Way Stone and go east (killing monsters 


on the way if you still need a third Black Orb) to reach the northern inner ring 
ofthe Wellspring, where you'll find the third and final Altar of Night. Use the last 
Black Orb to dissolve the Seal of Night. 


FINAL FANTASTID 


First Ascent 
Chimera Brains are your primary chain fodder in this 
area. Dispel their Bravery straight away, and feel free 
to cast Blind or Silence on them. Expect to run into 
Mimeos disguised as Treasure Urns too: take them out 
quickly with physical attacks. You'll also encounter 
Mistmares, which are usually protected by Faith and 
Shell. Dispel these if necessary, and hit them with 
Fire-imbued attacks. Brainpans use Magicks such as 
Flash, Aeroga and Doom, and abilities such as Lunge 
and Self-Destruct. However, they shouldn't be much 
of a threat if you attack them with your whole team 
simultaneously (you can Silence them, too). Deidars 
look similar to Brainpans but are a bit tougher: you 
can use the same tactics to dispatch them. Aeronites 
are flying creatures that are weak against Lightning, 
Deal with them quickly, as they can potentially wipe 
out your entire front line in an instant with powerful 

k such as Aeroga. However, you can easily obtain Wyvern Fangs from them 
(with a resale value of 1274 Gil) through use of the Steal Technick or dropped 
as is a great help when you face 


a 


as Loot once they have been defeated. Rede 
them, as he uses the Telekinesis attack. Your party should use rang 
or Thundaga on them. 


d weapons 


BOSS: PANDAEMONIUM 


IG Start bv casting Dispel to remove is status effects, then he very aggressive 


‘This ereature is Wind-weak, so feel free to use Aeroga or to attack with Wind. 

imbued weapons. Normal attacks work too, af course! However, a damnage d 

with Bravery, Berserk and a weapon such as the Zephyr Pole can be lethal here. As 

ure your characters when they fall prey to status ailments, especially Petrify 

and Blind, with either Magicks or items, When you knock its HP down to 50%, it 

will cast a protective shield around itself which makes it temporarily immune to 
both Magick and pliysieal attacks. During this time. 
just keep healing and maintaining your party's status 
effects; vou should also stay away fram the beast's 
Power Spins. After approximately a minute the barrier 
will fall, which is your cue wo finish the fight. 


N w ue Exp Le 


JH After sending this overgrown tortoise into premature hibernation, you 


will automatically be returned to Bíackrock Vault. Heal everyone before you 
leave (you could also dash around in circles to restore a certain amount of MP 
if your party's stocks are low), then open the door and make your way back to 
the Wellspring to save your game. You can then use the activated Way Stone to 
teleport to Wellspring Ravel — 1* Flight 


You should now head back the short distance to the west to save ne 
game as another boss battle is imminent. Afterwards, fight your way back east 
through either the north or south Labyrinth. The Blackrock Vault is your next 
destination, indicated by a flashing “” on the Location Map. Climb up the steps 
in the east of the Labyrinth to reach a door with a glistening blue glyph on it. 
Read the inscription, then open the door and go through to be transported to 

an eerie, ethereal desert, the Dunes of Profaning Wind. Head all the way up the 
hill to face the next boss, It's not particularly difficult to beat, but even so, vou 
should set up Gambits to remove status ailments such as Petrify and Blind. 


E: + 
mn Head through either of the Ancient Doors and climb up the steps to the 


east Destroy the two Brainpans, then cross the green bridge that materialises 
next to them. Go all the way up the four flights of steps to 14F, taking out the 
two Brainpans that you meet on the way to make two pieces of the next bridge 
appear. To fill in the rest of the bridge, head up the steps to 15F where another 
Brainpan is hiding in the alcove. Destroy it then go through the doorway next 
to it and destroy the Brainpan at the end of the passage. Go back down to 14F 
and cross the completed bridge. Climb up four more flights of steps to reach 
Wellspring Ravel — 2% Flight 
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Don't be Fooled! 

The Pharos is filled with walls dubbed Fool's Facades. These are fake barriers 
that vou can break through by examining them (Fig. 2). Many of them hide 
secret rooms containing treasure chests, and can obscure the route forward to 
the Dais of Ascendance. You will only be able to make use of the latter at a later 
point. As a general rule, smashing through the Fool's Facades is necessary if you 
want to completely explore every last inch of the tower. 


acade 
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Green or Red? 

In zones 42-6 to 42-9, you need to de Brainpans to build green bridges that 
eventually solidify to provide a route forward. Every time vou kill Brainpan, 
another row of green blocks will appear, and each bridge requires that you 
dispatch a set number of Brainpans to complete it. Simitarly, every Deidar you 
defeat wil create a row of red blocks, building, bridges that usually lead to 
valuable treasure. However, creating a row of red blocks also removes a row of 
green blocks from any incomplete green bridge. For that reason, it makes sense 
to destroy the necessary number of Brainpans required to turn the next green 
bridge to stone, and then retuen to kill Deidars to gain access to treasures. 


En: Pa 
| Pm going up to 20E Take out the Brainpan directly in front of you, then 


à Rn + 
IN) Run up the steps to 47F. Defeat the Aeronite or simply Flee right past if 


head into the chamber to the north and destroy the Brainpan in the west passage 
Head back to the main stairway, climb up the steps to 21F, and take out the 
Brainpan on the landing, Keep going up to 25F and take out the three Brainpans to 
complete the green bridge. Cross over and head up the steps to the south 


TT + 
eK Keep going up the steps to 28F to reach Wellspring Ravel — 3” Flight. 


Go up more steps and destroy the two Brainpans on 29E. Advance upwards to 
30E. Go through the Ancient Door on the right with the red glyph on it to find a 
Brainpan at the end of the passage. Return to the main area and go up the steps 
to the east. Further on, ignore the Deidar (Fig, 3) and go straight through the 
doorway and attack the two Brainpans instead (see the “Green or Red” box-out 


for an explanation of why you should focus on Brainpans exclusively for now) 
Finally, cross the newly formed bridge 


tw.46 Brainpan D 
1535815358 


Weak: © 


Brainpan D Batthier 
Basch 


Reddas 


Brainpan F 
Deidar A 


soo 


kP Em will re-emerge in Horizons 


A 
IE) Climb up more steps to 32F. Destroy the Brainpan, still ignoring any 
Deidars that might be there, then proceed to 34E. In the square-shaped corridor 
in 34F and 35F, there are several Brainpans: defeat them all, then wait unúl 

they respawn, which usually takes 60 to 90 seconds. Keep attacking them and. 
ignoring Deidars until you have vanquished 10 Brainpans to complete the bridge 
on 35E Reddas can be a real problem here as he will often try to attack the 
Deidars. Whenever this happens, Flee to an appropriate distance to stop him; if 
necessary, you can even put him to Sleep or knock him out by other means until 
you pass all the Deidars (remember to deactivate Gambits that will automatically 
revive him). Once you're done, run across the completed bridge. 


+ 
mi Climb up the steps to Wellspring Ravel — á® Flight. The next bridge you 
need to create requires only three Brainpans, so there's no need to diligenly 
kill every one that you encounter. If you dispatch the first two Brainpans that 
you meet, you can actually Flee through the entire zone and simply dispatch the 
third and final Brainpan in front of the bridge to open the way forward. Ifyou 
would prefer to defeat them all, here goes: flee past the Deidar up to 38F, where 
there's a Brainpan and a Deidar or two. Ignore the Deidar, destroy the Brainpan, 
then quickly run up the steps. Keep going up to 40F and enter the group of 
rooms in the north-east where there are two Brainpans and a Deidar. Take 

the two Brainpans out, then flee, Continue up to á1F and run past the Deidar. 
Kill the Brainpan on 42F, then run up the steps to 43F and attack the Brainpan 
on the lef. This is actually a potentially dangerous place, as two Aeronites 

will target you. If you want to fight them, try to do so when there are no other 
enemies around. Now run up to 45F and take out the Brainpan in the 
room with the Carven Pillar. Go east and up the stairs to 46F: 
the final Brainpan is there. At last, vou can cross the 
bridge — and bid a far from fond farewell 
to the green grinning Brainpans. 


vou're feeling a litle nervous about the time elapsed since your last save, then. 
head all the way up the steps to reach the Ancient Door on 48E. Go through to 
Horizon's Break, where you'll find a Save Crystal just round the corner. Head 
anticloekwise around the central ring and up the steps to the room in the south- 
west. Open the Ancient Door at the top. Make your way along Horizon’s Cusp, go 
up the steps and all the way round to another Ancient Door. Open the door and 
walk forward to meet the boss. 


© BOSS: SLYT 
Don't bother trying, to Dispel its Regen: simply cast Oil on it, then keep. 


hitting it with Firaga. You can treble the damage dealt to Slyt by casting Reflectga 
and then Firaga on your party members. With these 
tactics, this should be the easiest boss battle you“ve 
ever had! 


wv w EP 


sp. Leave via the east door, climb up 
the steps to the Way Stone and teleport to Second Ascent — Reach of Diamond 
Law. Take heed of the warning given if you try to use the Way Stone to go back 
to the First Ascent: you will be returned to the Wellspring and will have to work 


vour way back up again 
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=PHAROS AT RIDORANA == 
SECOND ASCENT E 


RECOMMENDED LEVEL: LV 45 


Head round to the west side where you'll find a Save Crystal. You now 
have an important decision to make. In order to progress, you must sacrifice one 
ofthree main menu commands, or the on-screen Minimap. To make your choice, 
refer to the following table, then touch the corresponding Altar to open a door, 
which you can use to reach the Second Ascent. 


h Q 
Altar of Ste Threshold 


Nar cf Magiels Threshold cf Magichs Al 5 Magiek commands 
Thee 


Altar of Wealth ad of Wealth Vern mand 


ar of Koontelge Threshold cf Krome Om screen Minima 


Forthe purposes of this guide we'll be opting to forfeit the Minimap. Doing so 
means that you'll be regularly pressing to refer to the Location Map, 
and you lose valuable awareness of the movements of nearby enemies, but i's 
actually small price to pay when compared to the other sacrifices 


So: examine and touch the Altar of Knowledge. This enables you to cross the 
Threshold of Knowledge. Head up the steps on the left o reach the 61st floor, the 
Station of Banishment 


0 All vou need to do on this floor is reach the steps that lead up to G2F, 
battling hordes of powerful enemies on the way. One ofthe flights of steps is in the 
north-east corner of the level, and the other one is in the south-west. Which one 

you are nearest to will depend on which threshold you went through to get there. 
Ifyou used the Threshold of Knowledge, the south-west stairs are just three rooms 
away: take a left, à right, and a right again, and you" see the stairs in front of you. Go 
\hrough the Ancient Door at the top of the steps to reach 62F: the Station of Suffering. 


{ Your next destination is the only staircase leading upstairs. Since you né 
have to face numerous foes here, a good tactic is to move very steadily through the 
rooms, felling your opponents as you meet them, and taking the time to heal vour 
party whenever necessary. The Map of Pharos: Second Ascent can be found in the 
north-west corner. However, if you have followed our instructions, the nearest exit 
will be precisely on the opposite side, in the south-east corner. Work your way 

round to the steps there and climb up to arrive at 63F: the Station of Ascension. RuNTHROUGH 60 


ED & EB Touch the Altar of Knowledge; go through the opposite Threshold of 
The staircase that you need to reach here is in the north-west. The Knowledge and climb the steps all the way to 61F 
optimum route to take is to. head for the north-east corner first, and then take B Make your way to the Station of Sufiering (62E) via the south-west steps 
the upper of the two long corridors that lead to the staircase:; a one-way door 7 
would block you if you tried to arrive from the west side of the zone. Go through Head for the stef 
the Ancient Door. I's very tough in this room, with possibly an Avenger (Phon the Station of Asce 
Coast Hunt Club Rare Game — see page 333) and two Bunes. If you dont feel 
like risking having to restart from your last save point, simply run up the stairs 
at the end of the room to reach the 64* Floor. 

B Climb the steps in the south-west and go through the Ancient Door 
EE Welcome to 6áF: Reach of the Damned, a safe haven where you'll mi B Continue along the Bounds of Truth, up the steps and through the 


in the south-east corner and climb up to reach 63F, 
sion 


B Climb up the steps in the north-west corner to end up in 64F, Reach 
of the Damned 


Save Crystal. After you've saved your game, vou can always run down and take Ancient Door 

another crack at the Avenger if he's there! When you're ready to move on, head B pefeat the boss 

for the south-west sector of the Reach of the Damned. Climb up the steps on the , 
left and through the Ancient Door at the top. EI Go through the east door and proceed to the Threshold of Sacrifice; 


touch the Altar of Knowledge 


EE < EB Run round to the Dais of Ascendance and select 67F as your 
Head along the Bounds of Truth and up the steps, then read the ES 


inscription on the next Ancient Door. There's another watcher within, and that 


means another boss! This boss is weak against Earth, so use any Earth-imbued EB Touch the Way Stone to teleport to the Third Ascent 
weapons that you might have; you may also wish to equip Accessories that guard aars 
against Silence, particularly the Rose Corsage TN Ln 
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TREASURE CHESTS You re-emerge in the Bounds of Truth. Go through the east door, up the 
Darmen Arlet Fsippesd stairs and enter the Threshold of Sacrifice, Find the altar that represents the ability 
Er that you agreed to surrender earlier (in this example, Knowledge) and touch it to. 
Map App. GU hem Gi s Gi » regain your ability. 
n 5% TM TANS 1 MP {Phost Doen | SO} Keet his Flir 
ä + 
6 BOSS: FENRIR mn Run round 10 the Dais of Ascendance, which has just arrived. Select 67Fas 
Start by immediately casting Dispel to remove Haste and Bravery vour destination. 


From here, if you want to make things very very easy, just neutralise or kill 
Redas, and put the boss to Sleep. All vou then need to do is finish it of by using, 0 + 
non-elemental Magicks such as Bio or Drain. If you prefer a more standard When you arrive at the Reach of the Occult, touch the Way Stone to teleport 


approach, cast Decoy on vour tank, equip Ice Shields (or similar protectives) to to the Third Ascent 


reduce the damage inflicted by Ice Break, and swiftly Dispel any status effects 

Second Ascent Fauna 

Grusaders, Zombie Warlocks and Dragon Liches are Undead, so the usual rules apply; 
if possible, have a Gambit set to use Raise on Undead enemies. Abaddons are weak 


Fenrir casts. Attack relentlesslv, especially if you have 
Earth-imbued weapons such as Artemis Arraws or 


Mud Shot Cast your best status effects, including, 


Bravery and Berserk on your damage dealer, and agdinst Slow and are easily dispatched with physical attacks. You can sometimes seal 

vou will make short work of your foe Teleport Stones from them. Reavers can be Disabled or put to Sleep. However, they're 
5 7 ER fairly slow and lumbering, so a few bashes wii a sword will do for them. Bunes are 

= TEE ek a particularty fierce enemy, especially in groups of three or four. Fortunately vou can 


neutralise them with $ Sleepga, and finish them off with Magicks. 


502 


FINAL PANTASTII 


=PHAROS AT RIDORANA =- 
RECOMMENDED LEVEL: LV 45 eel wurranooos 
TREASURE CHESTS RUNTHROUGH 61 
Diamond Arme Fqvipped - 
ì B Climb up the steps and touch the Black Sigil Way Stone 
stap App. 
aans __ B Nev, touch a Green Sigil Way Stone 
Dagen | Degs gil Way 
vlee _|_nnde 
uber St B Now touch the Red Sigil Way Stone 
tad Wd El Finally, touch whichever Sigil corresponds with the Altar you chose to 
y pe 
0 van . touch earlier to sé nenu function (choose pink if you opted for 
the Altar of Knowledge) 
Errare Humanum Est B Head along the northern corridor and break through the Fool's 
olfyou choose the “wrong” Sigil Way Stone twice, you will end up in a very Fagade; use the Way Stone at the end 
dangerous location (marked with * ®” on the map) where you will have to. 
fight à certain amount of monsters, some of which will cast Disease. If vou go B Climb the steps and select 90F on the Dais of Ascendance 
there on purpose — for example, to obtain the Map of the Pharos: Third Ascent El pefeat the boss 
— make sure that you have Vaccines at hand, and try to deal with your opponents 
one by one until the door opens. Note that you will be teleported here whenever D climb up the steps and follow the way until you find a Way Stone; 
you touch a “wrong” Way Stone an even number of times touch it 
EB Defeat the boss 
ED Defeat the boss 
RE 
Si ls 
Fami 
| ke 
san | Doa 
Treasure Trove 
In this area, you might find three Treasure 
Urns that are well worth picking up 
(numbers 14, 15 and 17). To have a chance 
to get them, you'll need to take the “secret” 
route via the Fool's Facades. If you're lucky 
you may receive a Rubber Suit (a fabulous 
piece of clothing with a Defence value of 42 
Head up the steps where you will find four colour-coded Way Stones. and immunity to Lightning), a Dragon Whisker (a Spear with an Attack power 
Touch the Way Stone — Black Sigil on the left to be teleported to an of 91), and a Circlet (a Helm with a Magick Resist of 60). 
area in the south-east of the map. 0, 
B You then have a choice of two routes. You can either follow the path 
east, then north, vnl you find four more Sigil Way Stones, or you can head east, 
then south, towards what looks like a dead-end, but actually turns out to be a % u an’ 
sao 


Fool's Facade. Smash it and break through, ensuring that you have Libra active, 

as there is a Fusillade trap here. Either way, touch a Way Stone — Green Sigil to Third Ascent Fauna 

advance. Purgbolos are weak against Holy and absorb Dark. Disable their Prote 
keep your party well-healed, because if these creatures explode they can cause 

& _ alot of damage to everyone in range. If you see that they are readying Mass 

Now go forward until you find four more Sigil Way Stones. If you chose __Destruct, run! You can steal Scathe Motes from them if you're lucky. 

the second route while following the previous paragraph, you will need to 

knock through a couple of Fool's Facades on the way. At any rate, touch the Way aract Aevis are weak against Lightning-based Magick. They can hit you with 

Stone — Red Sigil to be teleported to another remote platform Disease, so be prepared with a Vaccine or Remedy. 


Next you must touch the Way Stone — Sigil of Sacrifice with the colour 
that corresponds to the function that you chose to give up previously 


® Yellow = Wealth 
Magick (Ma 


command) 


® Purple ck ce 
® White = Steel (Attack command 
® Pink = Knowledge (Minimap) 


Pick the correct one and you will be teleported to the north-west area of the 
2nd Flight. Note that if you followed this walkthrough and activated the Altar of 
Knowledge, you'll need to touch the pink Way Stone —Sigil of Sacrifice (Fig, 1) 


Ignore the platform with the coloured Way Stones, and instead head 
along the passageway to the north and break through the Fool's Facade. Use the 
Way Stone at the end, but first ensure that your party is healthy and prepared 


for battle, as you may well encounter the Rare Game Tower at the next location 


that you teleport to. This is just what you need before a boss baule: to meet a, 
massively powerful Rare Game! I's advisable to cast Float by way of preparation 
For more details about this foe, consider looking it up in the Bestiary chapter 
(monster 343) 


If you don't want to face Tower right now, simply Fles 
up the steps. Before you examine the Dais of Ascendance and select 90F, ma 


sure everyone in your team has Float, Haste and Protect active, as vou are 
to face an Esper 
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ourf austogvatically Even with this fo tactic, this is st 
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weapons. As Uri bes becomes rmore dangerous as his HP decreases, try to keep your 
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Head all the way up the steps to 97F, and keep going until you 
witness an event. Afterwards, head up more steps to the Save Crystal on 98E. 
Continue south, then touch the Way Stone to teleport s 


ght into a very 
revealing cutscene and, ultimately, two boss battles 


BOSS: GABRANTH 


Start off hy ustng Dispel to remove his Haste, then just pound 


way 
“ sical attacks, with your usual status effects activated. His Sentence 

k can deal a lot of damage w one all it's nothing you she the 
able to handle by now. When his HP is reduced to 50% a special shield wil 
came active, making hin tempor une to Magicks, but thís shouldn't 
affect vou as you're hitting him with physical attacks. He's immune t 


ut its posslble to use Drain on him. You only 


need wo knock his HP down to around 20% to win 


Ie 


BOSS: DOCTOR CID 


You initially face Cid or 

Haste and Shell refresh the status effects on 
st hit him wits playsical attacks. If you 
Treasure Uri 3 in The Great Crystal 
infliet double da 
zake the time to Steal from him, as y 


Shislak. 


s own. Use Dispel to remove his Protect 


ir team whenever neoessary 


nanaged to get a Holy Lance from 


the time to put it to use — it w 


age! Cid's attacks 


aren't very dangerous 


ou might receive 


[hen his HP drops to around 50%, he will summon Famfrit 
gal with the Esper first, as you can't hurt Cid while h 
there hat the HP gauge at the top of the screen is 
Cid's, not Famf 


means cast Oil, th 


Have one character focus on support duties, renewing the 
teams status effects and keeping everyone healed in case 
Id uses his S-85 Cyclotrone attack and Famfrit follows up 

with Waterja. If your Magick user is not busy, have him or 
her east Dispel on Famfrit — this distracts Doctor Cid, forci 


him cast beneficial st 
at your party 


us effects on his ally instead of shooting 


Onee Farnfrit falls, resume vour attack on Doctor Cid, who will no 


nmune to damage, Resume your assault, ideally with « Holy Lance if you have 


one, keep healing, and refreshing, status effects, and you will beat 


mn an no time, Afterwards, vou Il receive the Esper 
Bamfrit, the Darkening Cloud. Watch the cutscene 
andsou villbe prompted to save vour game. You will 
then bedutomatically taken to Balfonheim Port 
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What's Next? 

«Afir thé baie, you will be whisked off to Balfonheim Port. As this is your final chance 
to explore Ivalice before finishing the game, don’t miss the opportunity to complete all 
further tasks that are of interest to you. To help you do so, the following pages present 
you with all the optional locations you can go to, whether you want to level up, look 
for valuable treasures, or try to fulfil one of the many remaining side-quests. Note, 
however, that most of these locations are filled with extremely dangerous monsters, so 
vou will need to prepare yourself thoroughly before you explore them. 


Warning! 

You can access this location once the Bahamut appears, Note that this is fully 
‘optional and involves fighting some extremely strong foes. On the other hand, 
it's great place to gain experience points when you are at a very high level, 

and visiting it enables you to complete some incredibly challenging side-quests. 
‘There's no need to visit this location straight away; if vou prefer, you can 
complete other side-quests first. If you want to continue with the main adventure 
‘without worrying about this, please turn to page 314. 


Pharos — Subterra Fauna 
Although the monsters lurking in Subterra may seem pretty impressive, there 
\ ‘are rather easy ways to deal with them. First, keep in mind that the majority of 
 \jhe monsters here are Undead, including Deadbones, Necrofiends, Nightwalkers 
and Zombie Warlocks, so you can really harm them with healing spells such 
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After you defeat Cid for the second time at the top of the Pharos, the Bahamut 
appears next to Rabanastre. This is the very last milestone in the game, which 
triggers the appearance of the best objects in all shops; you're also free to travel 
wherever you please in Ivalice. If you would prefer to skip the following “optional” 
adventures, turn to page 314. 


-— PHAROS-SUBTERRA = 


RECOMMENDED LEVEL: LV 55 


and Curaja. Additionally, all the Undead, plus Abaddons and Dragon 

are Holy-weak. If you equip vour fighters with Holy-imbued weapons 
such as the Holy Lance or Excalibur, you will have a huge advantage, Finally, 
Bunes, Reavers, High Reavers and Mistmares can be afflicted by Slow; Bunes are 
also vulnerable to Sleep. Essentially, the only enemy you have very good reason 
to fear is the Magick Pot. Whenever you encounter it, make sure you give it an 
Elixir: this will satisfy the pot, which won't then attack vou, even 
it. However, it will run around the area and you will have to chase 
is advisable to empty the area of other enemies first. Incidentally, ti 

to Steal your Elixir back from the pot. Should you decide to fight this enemy 
normally, you will need extremely powerful characters, with huge Defence and 
Magick Resist ratings. 
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THE HUNT FOR IXION (FISHY DREAMS) 
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‘There are three possible locations where this Mark can appear ín the 
Pharos — Subrerra: Penumbra, Abyssal or Umbra. To reach Subterra, enter 
Pharos — First Ascent and rake the Dais of Ascendance down. 
Which area ie chooses to grace with ies presence is determined 
encirely random IF there are no ocher enemies in che vicinity. 
ie means thar che Marke is abour co appear, bur you mighe have 
to wait a while before i deïgns co marerialise. Note char if the 
Mack appears in che Abyssal, ie will have a higher Defence 
value, but half its usual HP. 


Prepare by equipping Rose Corsages to guard against Silence, 


Nishijin Belts to prevent Sleep, or Rubber Suits co nullify che 
effects of the Lighening-based Magiek thae this Mark likes 

to toss around. When che barrle kicks off, use Dispel immediately, then hit 
Ixion wich Expose approximately ten times to greatly lower its Defence, before 
y with your (ideally Holy-imbued) weapons. When Ixior's 


arracking like c 
HP falls below 50%, ie will cast Fearga to drain 95% of your party's MP. When 
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this happens, switch your Accessories to Bubble Belts for all those who have 
one, then finish che job. A Berserk darnage dealer equipped with a Holy Lance 
(er a similarly powerful weapon) can woek wonders here. Afterwards, recurn 
to the Whitecap Wench to receive your bouncy of 3000 Gil, Sapping Bolts and 
the Ragnarok, 
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SIDE-QUEST 2: En 
THE HUNT FOR THE SHADOWSEER (GOD OR DEVIL?) | 


EET onee ain Malan who Wi Smet po wid: His Hone. Afér yd callecting one, it will oat off and become enhanced. IF you manage to catch F 
_ accept it, go vo the Pharos ar Ridorana — Subeerra, In order to reach the ie in this changed sare, ie will be worth the equivalent of 3 Black Orbs. 
Mack in Hells Challenge, you must activace four Pedescals of Nighr on each 
of hree levels (Penumbra, Umbra and Abyssal) by inserring the correct IF you happen to bump into a Magiek Pot in chis area, do nor arrack ir, jn mna 
amount of Black Orbs. The Pedesrals of Night are posirioned in the corners whatever you do, as ie can cause all kinds of trouble Instead, give it an Elixir 
of che level, and the quanriries are as follows: vo placate ie IF you arrack ie by miscake, run away anc you reach anocher 
zone. e 


Once you Finally reach che lowest level, Hell's Challenge, you will face the 


TE WE EE Mark. Ie is unique ìn thar ie will summon several monsters co figh for ie: 


ENT EE Dh Ei Pandaemonium, Slyt,Fencir and Phoenix. Simply use the same strategies 
Every time you activate the four pedestals of à level you can ride the Dais of as when you first faced chem in the Pharos: use Silence on Pandaemonium 
Ascendance down to the level below. On your way. you will need co defeat and hie ie with (ideally Wind-imbued) weapons: cast Oil chen Firaga or 
Phoenix in Penumbra — North (zone 42-27) Ardour on Syt pur Fenrir to Sleep and hir ie 

with non-elemenral Magicks: Blind Phoenixand —_ |E 
BOSS: PHOENIX attack ie with neutral ranged weapons. The Seers 
level will drop zo 55 from 67 when one of them is 
As usual, cast as many status effects as you can on your present, though ie will also be invincible during ehis | 
characters before the batte, This boss has Haste and Bravery phase: Unforrunarely Espers won't help you much 
enhancements, 0 use Dispel to get rid of these, then hi t during the barele, as che Mark arracks them with 
with Blind, Since it randomly absorbs seven of the eight a devastaring Breakarr Pencagram. Instead, equip 
elements, vou should choose powerful ranged weapons with all characters wich Bubble Belts to help combat 
no associated element, and stick the effects of Disease and Curse. Keep your team 
SITE to physical attacks. you have to spread our so they dort all ger hie ar the same time 
use melee weapons, remember that by Scathe. Heal everyone regularly and use Holy 


they won't hit the monster unless you perform the Telekinesis 


echnick or Holy-imbued weapons against the Seer to inflict 
maximum damage. Your reward for defeating this 
monster will be 20,00 Gil and 2 Megalixirs. 

A Black Orb will be released when you defeat the first enemy in the six 


| 
Í 
Í 
available zones. After thar, every third enemy wil drop one: You can either eren 
a Priority Peútion 12 lie 6 er id hi 
pick them up quickly, or cake a risk: if you leave it a few moments before Vig Gaara and higher 


=CEROBI STEPPE =- 


RECOMMENDED LEVEL: LV 46 


SIDE-QUEST 2 


/ THE HUNT FOR THE VYRAAL (GET MY STUFF BACK!) 
 Cerobi Steppe Fauna 


\ Siker Lobos are very weak, so just destroy them however you see ft. Bandercoeuris, You will be aided during this battle in the Northsward by the Viera Wayfarer, 
 Bellwwerns, Charybterix and Adamantites can be put to Sleep, Blinded or Silenced. who provides support for your ram, casting strong Magick to keep everyone 
‘High-level Shield Wyrms are also lurking in this area. They can be neutralised with healehy: You should firse ry eo cast Sleep on the Wind-weak Mark to prevent 
the same status ailments. Try to steal Winged Boots from them, and note that they are ie from either escaping or using Restore, and then stick to Magick artacks so 
especially vuinerable to Scourge attacks. Three Rare Game creatures may also be thar you dorit wake ie up. IF you choose to use Sleep, you should do the same 
prowling the area: the Aspidochelon in the Feddik River region (use Slow or Sleep, wich the Viera Wayfarer, so char she doesn't hit the monster and wake ie up. 
and Wind-imbued atacks), Bluesang in the Crossfield (use Slow and Holy-imbued Ie can move very, very quickly, so you really don't want it ro make a break for Í 
‘atacks), and Ftherian in the Northsward (don't use Guns or Measures). ie Cunningly it will often cast Immobilise on you Í 

fist zo scop you from giving chase! Towards theend |M 
‚N Treasure Trove of the bardle, when ies HP is almost depleted, ie will 
/The Cerobi Steppe is a region filled with all sorts of treasures. With a bit of luck, you conjure up a shield that makes it immune to Magicks, 
‚can obtain some excellent ammunition imbued with elements or status ailments. and will also accelerare ies rate of attack, making this 
“These include Lightning Arrows, Wyrmfire Shot, Mud Shot, Lead Bolts, and more. à great time to unleash a Quickening chain. Once the 

Mark is defeared, you will receive a Viera Rucksack 
Ifyou have a Diamond Armlet equipped, you can retrieve some extraordinary When you report back to the Peritioner, she will give 
pieces of equipment from certain treasure containers, including Icecloud, you a bounty of 3500 Gil, a Halberd and a Cryscal 
Assassin's and Artemis Arrows, Water Bombs, the Venetian Shield, and even Shield, as well as a Dragon S 
the extremely rare and incredibly useful Ribbon, which will make the wearer have in order to kick off che Wyrm Philosopher 
immune to almost all status ailments. However, you should note that the side-quest (see page 309). Incidentally, don't worry 
chance of receiving these items with a Diamond Armlet equipped is very low if the Viera Wayfarer dies during bartle, as she will 
(usually around 2% to 3%), so this requires a lot of time and patience. Stúll be miraculously resurrected when you return to che 
if you feel like leveling up 4 while, move in circles through zones 37-4, Whitecap. 
6, 37-5, 37-2 and 37-3, opening all the treasure containers that appear on 


the way, and you should obtain several valuable items, not to mention plenty Wi Waler Odikekes he Whitecap. 1 
of EXP, LP and Loot. map 46-23) 
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OMMENDED LEVEL: LV 46 
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SIDE-QUEST 2 SIDE-QUEST 2: THE HUNT FOR THE CATOBLEPAS 
THE HUNT FOR THE MARILITH (A TINGLING TOAST) (PAYING FOR THE PAST) 
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SIDE-QUEST 9: HIDDEN ESPERS 


This gide-quest can actually be scarted much earlier in the game, jusc af 
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Move those Boulders! 

Several boulders are scattered around the caverns. Ifyou 
approach them from the correct direction, you will be able 
to push them aside (Fig, 1), creating a new path and often 
opening shortcuts between the numerous zones and locations 
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By now, you should be able to dispatch most monsters in this location in just 
ae his. The only ones that will pose any danger are the Skulwyrms, which are 
weak against Holy and can be struck with Silence and Slow, and the two Rare Game 
that can appear in the caverns — Molen and Alteci, You can cast Dispel on both 


of them, and exploit especially if they have enhancing status 

the fact that Molen is ch as Brave Berserk 
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=NECROHOL OF NABUDIS =- 


RECOMMENDED LEVEL: LV 46 


A Great Merchant 

Make sure you check out the Baknamy Merchant in the Hall of Effulgent Light, as the __Warlocks. As ever, they are weak against Holy and absorb Dark; Scourge is also very powerful 
lide goblin stocks some amazing goods, including Demon Shields, which absorb the ___ against them. Oversouls may drop a Cloud Staf (which strengthens Water Magick by 50%) 
Dark element (a fantastic feature for tanks), the very powerful Scathe Magick, and __ ifyou're lucky and Babil may drop a Runeblade. Pandoras are Ice-weak nd vulnerable to 


the essential Telekinesis Technick. Slow: You may come across Dark Elemental tha are weak against Holy and strengihened 
by Dark. You Il need to employ slightly different tactics with Ehvorets as, unike the other 
Nabudis Fauna residents of Nabudis, hey are weak against Wind rather than Holy Bakamy are great as ou. 


Within these fetid, mouldering walls you can expect to find countless Undead creatures that can steal Remedies from them; crush them with Blizzaga or Ice-imbued weapons. Rare Game. 
vou can use to string together massive Bande Chains, including Oversouls, Babils and Zombie __Vorres and Helvinek are both weak against Holy and susceptble to Slow. 


sl® 


FINAL FANTASY 


Zodiac Spear-Related Urns (5) 

If you've been following our instructions diligently, sacrificing the contents ofthe specified treasure 
containers throughout the adventure so far, it's now ime to claim your reward for showing 

such restraint. In a group of 16 Treasure Urns opposite the Door of Despair at the centre of eel HLT 
Nabudis (Fig, 1), you will find the Zodiac Spear, the most powerful weapon in the entire game. 
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SIDE-QUEST 2 
THE HUNT FOR THE DEATHSCYTHE (DEAD CITY WATCH) 


palen Bazar, map 


SIDE-QUEST 15 
NABUDIS MEDALLION HUNT (PART 3) 


SIDE-QUEST 9 
HIDDEN ESPERS 


cnaos, waker oF Tue ware. BENE oer zoos 


FINAL PARTASLI 


NABREUS 
=> DEADLANDS =- 


RECOMMENDED LEVEL: LV 46 


Feld of the Fallen lord} Í 


Fusillade rp 


ech or Swarm trap 
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Leech or Of Bug trap 
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Leech or Gil Bug trap 
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(ON Bug oe Gl Bug wap 


EN vore reen } 


Dead Bones 
Crsahug 
Focal 
Ï Crusader 
KD 
Emeriran 
L 
Banshee 433, 435, 436, 437 
Teamonde Et 50 
‘ Foar EE OT 
ke Rehor Er 
Vale of Lingering Sorrow _k rich 36 
EE SE. vele 87 
ka EISAEN 
| kra gl 
akan E10 


SIDE-QUEST 2: THE HUNT FOR THE ROBLON 
(ADDING INSULT TO INJURY) 
WE Ee ed FK 


the Slumbermead, just vo the right of the big grey rock: ie leads co Overlooking Ererniy via 
the Fog Mursers. As there are hordes of Dead Bones in the immediate vicinity try and rake 


‘our as many as possible with Curajs before urning your arrencion zo the Roblon 


‘This Mark will lower one characters MP by 70% wich ies Fear arrack, and casts strong Fire Í 

Magik Forify your ream with your usual scarus effies, and regularly case Slow and Blind on Í 

the Mark. IF you have the Expose Techniek, you can use ie ro lower irs Defence. You can then | 

wear ie down with a weapon-based zesaul (a Fomalhaur wich Aqua Shoe will be particularly 
efecrive). When che 

Macks HP drops below | 

208 ie will speed up and | 

| 


TREASURE CHEST: 


Treasure Data Normal Diamond Armlct Equipped 


van vas 
Map App. lem Gi cil 


[iooo) Redrang | RedFang | 3000 | KootofRust | Y-Potion 


= 
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focus on physical arracks 
zo cast Blind and Slow 


Whien you reruen to the 
Periiones you will receive 
abounry of 3100 Gil, a [ 
Gans Helmet and some 
My: 
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| melrang | Relfng | Som |KoadRus| XPoten | Nabreus Fauna 
mm: Ì ET Ree mä ELN As the name implies, this area is swarming with Undead, so Holy or Hot | 
st Ï | 1000 | wite Fang | Red Fang Knot cf Rust {_X-Potion imbued weapons will make your life much easier. Crusaders, Leynirs, Banshees, 


Lb | [ Relfang | helfang | 300 koeli XPaen | __ Dead Bones and Foobars can all be dealt with in this way: As for Shield Wyrms 


vna ; En on 2 5 5 à 
atten | rattan Aa hets \tudee | And Emeralditans, you can neutralise them with Sleep, Slow or Silence (but 


erg Koot et| toten _ bear in mind that some Emeralditans are immune to Sleep). As always, feel free 
eek sede Ein (0 steal Remedies from Baknamy and crush them with Blizzaga or lceimbued cf 
Krat Rus | XPoien Weapons. Rare Game monsters Arioch and Velelu are both Holy-weak, the 


ji [ed Fang | 5000 | Knot Rust |_X-Potion former being additionally vulnerable to Slow. The Crystalbug is strong against all 
BloeFang_|_Bloe Fang | 300 | Knot of Rust |_X-Poton i ei ents. and a erful Magic 5 E 
de Pag [el ang [5000 | etl Ru | Fre element: kamune to most status ailments, and casts powerful Magicks. Protect 
bg | oetan | hon Kees raam | Our team with Shellga and pound the Mark with neutral weapons. If needs be, 


WineFang | Wit Fng | 5000 Koets | Poten | vou can run away, heal everyone, and then return to finish it off. 


-=_BALFONHEIM PORT =- 


RECOMMENDED LEVEL: LV 47 


RUNTHROUGH 62 


HIDDEN ESPERS 


brt the Acolyte on Me Bue-Os 


B Go wo the Private Airships desk at the SIDE-QUEST 
Aerodrome, ask to board the Strahl and select | 
Sky Fortress Bahamut 4 e 


and examine the Way Stc 


ZEROMUS, THE CONDEMNER 


E 


A Even if you haven't visited the areas we've suggested, you 


should definitely check out the shops one last time in Balfonheim 
Holy is now available at Quayside Magickery, as are Shock, Flare 
and Scourge. You should invest in all of them if you can. In 
Beruny's Armaments, you have acc 
incredible Deathbringer Sword 


‘ess to new weapons such as the 


Note that this is your very last chance to undertake any side- 
quests you haven't completed yet, or to explore previously 
unseen areas, In the following (and, again, entirely 
optional) section of this chapter, we provide information on 
how to complete the remaining side-quests. Naturally, these 
include battles against some of the fiercest assailants in 
the entire game, so it's vital that your party members 
are at a high level and extremely well-prepared 
before you begin 


When you're ready to conclude the 
adventure, head for the Private 
Airships desk at the Aerodrome 
to board the Strahl, and select 
the Bahamut as your destination 
from the map (it's represented 
by an icon flashing close to 
Rabanastre), You will then be 
warned that once you leave 

for the Bahamut, you will not 
be able to return, Turn to 

page 321 for advice on how to 
win the closing battles of Final 
Fantasy XII 


FINAL PANTAST II 
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ZALERA, TIE DEATH SE 
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EXODUS, THE JUDGE-SAL 


SIDE-QUEST 9: HIDDEN ESPERS 


Once you have rec 


Kl 


ved che Treacy-Blade as part of the main storyline (sce page 289). you Starr by dispelling her positive srarus effects, 


rack wich, 


Follow: Dark-imbued wespons, such as Ninja 


can return to the C 


Cryseal (via Giruvegan) ans a series of Gate Stones zo open the and have all you 


ap). Here are the sreps char ou need 


orresponding gars (se 


Swords. Ie wil 
pio Gate Stone in 40-17. of 
Gate Stone in 40-23 via Way Scone IX (40-18 


Touch the 


1 
2% _Goand rou 

3 Run ro Gate Sag 
4, 


Goand 


us 1 and touch ir before che 
ate Sto 


in 40-30 via 


haracter ideal 


: Bubble B 


o be careful not to equip 


5. Rune ore che 


6. Go and oo 


8. Goand 
9, RunmoC 
10. Touch the Virgo Gat 


ULTIMA, THE HIGH SERAPIL 


np. 258001 


‘Scorpio Gate Stone 
Gate Sagiuacus 1 
Gate Gerin IL 
4 Gate Sane 
Gate Libra 


apecom Gate Stone 


‘Gate Capricorn 1 


SIDE-QUEST 9: HIDDEN ESPERS 


k, vou must have already defeared 10 or more Espers (though is not 
mandatory thar you unlock chem on the Licence Board), and have dispatched the Mindflayer 
Mark (see page 29 of the Land in Jahara, and he 

ark, To reach the Esp 


Gate Virgo 1 


In order to face Zo 


to Geomancer Yugel in the 1 
assage in Henne Mines chat leads 
Special Charter Dig (24-15 


open, go chrough df 


will unlock che 


ake sure char che Gare Switchboards enable the red gates ro be 


je North Entrance (24-1) to reach Ore Separation,then rake the 


east exit. You must ay through lease refer 


fal 


map of the location on p 


Zodiark will ease Darkia, a very powerful atrack thar can w immediael 


therefore imp o your parry wich Black Masks, or orher equipment 
sbsorb Dark dont have any; you will need reserve characters str 

arvive while ch am, This Esper also perf 

whose level or 4,s0 hav e levels are prim 


Jp. Forrun illy Holy-weak, so 


ks, He will also 


ZODIARK, KEEPER OF PREGEPTS 


316 


Be SIDE-QUEST 2:THE HUNT FOR THE LINDWYRM 
> pn (OLD LEGENDS, DECAYING BONDS) 


“This Mack will only appear in che Garden of Lies Circle (Tehica Uplands) Fi 
when the sky is cloudy. IF iës rainy or sunny, leave and keep going back unc En 
ies oud IFyou enter the Garden of Lifes Circe via the Lost Way you wil 
immediately be able ro see whecher the Mark is there or not 


IF possible, ou should only have parey members wil odd-numbered 
levels (for example, level 43) in your front three, as characters with 
even-numbered levels will be hic with Lac 2 Sleep and Lv. 4 B 

‘afc Sleep on the Mark before it can cast Resrore and Grearer B 
itself, which ie will do when ies HP falls below 50%. Once ics asleef 
Refieetga and then bounce Aeroga or Scathe off your party fora q 
virory. After che barre you will obeain à Rusted Serap of Armour. Rerurn 
to the Pet 4 a Barrel Coar and at 


| werende EEN ie 


SIDE-QUEST 2: THE HUNT FOR THE OVERLORD 
(THE THINGS WE DO …) 


You will ind this Mark in Sochen Cave Palace, in zone 32-1: Doubs 
Abandoned. During this bare you will be helped by the Periioner You 
should immediately Dispel che Marks Bravery ar the start chen case Blind 
and Slow on it eo bamper fs physical aracks. Bio and nonelemencal 
Magicks sach as Flare and Scourge work very well against his Mack 
(especially if you bounce che off your team after casting Reflcrga) 
Weapons imbued with the Warer element, such as Murasame or Guns 


loaded wich Aqua Shoe, are also highly effective. When che Ov 
HP drops below 50% it will unleash its Pyromania crack, so be 
for this furiouslyfery onstaugbe by equipping Fire-rerardan 
as Flame Shiek damane Hats. When you emerge victorious the 


Peririoner will reward y 00 Gil, 2 Hi-Ethers and a Teleport Stone 


Peidoner. 
Iasecure Seeq (Archade Bulvark's 
Technics, map 34-3-2) 


_SIDE- QUEST 2: THE HUNT FOR THE TRICKSTER 


(PARAMINA RUN) 


‘This Mack is one of Monlancs Prioricy Percions. es actually available FE 
after you've visited Me Bar-Omnisace for che fes time, bur as the Mark is 

rather tricky to finish of iës best co wait undl you're a loesrronger eo ace ir 

Afrer you ralk mo Gurdy ne zo che Gare Crystal ar Mr Bur-Omisace goto 
|_the Frozen Brook, where Clan Centurio member Monid will eam up wis 

you. The Mark has 2 30% chance of appearing, Monid will also helpfally 


alert you to whether ir is there or nor when you enter the area. IF you < 


see the Trickster, wander around a line and t will soon spring into view 


As soon as you get the chance cas Sleep on the Mark to 
feeing, Dispe its Hase and possible Procecr, then cast Reflecrga oe 
‘and crush your za 
agins: pour pary (ideal Scathe). Wiben che Mark ha 

to Gurdy 10 receive your bouney of 4800 Gil and Deimos 


SIDE-QUEST 2: THE HUNT FOR THE PISCODAEMON 


rediy casting non-elemen 


‘Can Rank 
Heudiamter and higher 


FINAL FANTASY II 


SIDE-QUEST 2: THE HUNT FOR CARROT Ze. 


(CARROT STALK) 


Once you have accepted his Hunt from Monblanc, you muse fall 
a racher unusual condition in order zo encounter che Mark: from 

the moment you enter the Salikawood, you muse not defeat a single 
enemy until you reach the Sun-Dappled Pach. Unforrunarelg, if an 
‘Ancares uses Cannibaise to devour an enemy as ou vun by, this will 
count as a kill (watch che informarion display), and you need ro 
leave che Salikawood and scar all over agit 


KR 


ol maurrmmonGt 


During chis barre you will be aided by Kr a. Scart by casting 
Dispel and Slow on the Mark. Afterwards, attack 
with Holy or Holy When 
HP she will double her level wich Growing Th her Gr 


Beeach, which 


norselessyideally 


e has less than 50% 


speed ch 


nadria co receive 


SIDE-QUEST 2: THE HUNT FOR THE WILD MALBORO 


(A WILD STENCH) 


You wil nd this toxic Mark in the Feywood's Redolenr Glade. Use 
‘Aerogs to vake out its minions frr: cast Decoy on your tank and 

keep them away from che rest of the team: this way, everyon 
will be safe and you can simply cure the tank whenever needed. Cast 
Dispel, Slow and Blind on d 


beast. After chis, physical acracks are 
you have Zwill Crossblades 
onheim Port), followed up by 

6 Relec 


to res 


probably pour best bet (especi 
or Ame-no-Murakumos from 
2 Quickening Chain when che Mad 

Ma 


ks can also be deva: 


Pedwoner 
‘(Eru Vilage 
wood, map 23-2) 


_SIDE- QUEST 2: THE HUNT FOR DIABOLOS 
= |_{THE CHILD SNATCHER) 


Ee KR 


In order zo bare chis Mark you muse fsc have obrained the Sire 
11 Key from che Phon Coast Hunters Carp after defeating the 
Andlion Mark. To best it, cast Dispel and Slow, chen launch Water. 
imbued or non-eemenal aerachs. When the Mark becomes HP 
Critical ie will conjure up a barrier zo make itself immune co physial 
arracks, so swicch ro strong non-elemencal Magicks, Reflecting area 
is, once again, extremely 
makes things quicker 
600 Gil, a Demon 


spells such as Scathe at your 


Havi 


g one or rwo Berserked fighcer 


us Mace 


Peuwoner 
Milo (Blujertba: Miners’ End, 
wap 122) 


SIDE-QUEST 2: THE HUNT FOR THE ANCIENT MAN OF 
MYSTERY (GILGAMESH) (BATTLE ON THE BIG BRIDGE) 


(THE BLACK SORCERER) 


To reach this Mark, head for the Gare of Fire in Giruvegan. The NU me 


Piscodaemon uses Fog co reduce che entire parts MP vo zero in à marter 
of moments, 0 be sure o have plenty of X-Porions and ocher healing 
liquids such as Remedies to hand. Quickly cast Dispel, Slow and Blind 
before you lose all MP, then hit che Mark with non-elemencal physical 
atacks. You can also use Change co replenish MP during the bari. 
When the Mark is in is deach throes, it will cast Soul Erude, compl 
replenishing its HP and MP, so try to ware chis by unleashing a 
Quickening chain afer swa 

your damage dealer Berserk h Bacchuss Wine). Rerurn 
Peritioner to receive 3800 Gil. Dark Shot and a Scarhe More. 


Prutsooer 
raness (ML Bar Omisace: 
Temple Grounds, map 26-3) 


reserve party members or by mak 
the 


net You can oa accepe this Bilfrom 4 
Mandblane if you have already defeated che 
Aradion Mark This hunr consics of wo. 
separate bals against vwo enemies, Enkidu 

and Gilgamesh. Make tracks to Tasche Span 

|_ in che Lhuaas Mines where you willfind the 


ascinaring wosome. Their entrance is truly 


| someching wo behold! 


rime 20% of his HP 
thar you can steal from 


You can steal a new f 


s deplered, making a co 


isthe only way 
ch as you can. You can 
the Mark, as he will Ik 


him over che course of two bar 


o receive Genji ea 


brandish 2 new we: 
me) ST 
Bane Companion or 

as mh 


TABLE 1: ITEMS YOU CAN STEAL FROM GILGAMESII SIDE-QUEST 2: THE HUNT FOR THE PYLRASTER 
(WHO'S THE STRONGEST!?) 


orX-Po GIL Hi-Ptior or Paton 5 

Gil, Potian ar X-Potion Gil, Hi-Potion or X-Potion TN Before you can undertake this Hun you must rsr have compered againse Rikken ar least 

Gl Potion or X-Poton Gl, t-Foton or X-Potio once in the Pirare Olympics side-quest (see page 281). Rikken will chen cell you abour the 
Genij Shield Gent Helm Pylraster and you can accept the Peririon. If you dorit, you 1 have co race Rikken again. 
Gen Gloves Gen Armour 


Head for They Who 
sar by immediarely cas 


wo face the Mark. As iris very powerfdl, 
le or equip Bubble Belse wil also 
your dances of survival tremendous if you have a tank wi the 
uined Shield, Main 

shy the Jade Collar), Have 


During the frs bare za Slow on Gilgamesh, then focus on Enkidus cas Sleep followed by 
Oland chen Firaga (or Ardour) repeatedly Physialarachs woek jas as wel. Once he has been 


dispatched, Foeus non-elemeneal and plysial artacks on Gilgamesh. When his HP is down co 
we a Paling and a Magiek Shield around himself providing protection from mi 


around 20%, he will «h 
boch Magiek and pysical atracks, so bide your rin 


ve fect and the following euipmer 
JG 
a pelcaster heal che tank a 


sche (Dagger 


il chey fade, chen carry on as you were 


ur when free 


with a Ge 


rect themselves in miraculous 
an only get here if you have the 
he Fallen Bhujerban in he noch 
the Andlion — see page 
am actual leave an 
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gamesh, he and his pup 


vo fig hem s Growing Threat, when 


eam down w 


e your bounry of 8000 G 


Pesoner 
ken (Balonhelm Port 
Sacco Lane, map 36-1) 


SIDE-QUEST 2: THE HUNT FOR FAFNIR 
che (WYRM WRATH'S RENEWAL) 


level up a bit 


mo act it would be a grear ad 


second bare w are odd numbers thar are not 


49,53, 55,59, 


When oute re re you previously f 


east allt Sie7 


dynamic duo fo 


FK 


5 he has already lef ro hune che Mark 
Talk vo the Viera Rel instead to accept the Bill The Mark will only come our to play if 


When jo Periioner you find d 


Second rime 
k ks 


cheres a snows 


lverflow’s End. Your best chane 


wulsly Dispel Gigan hieve this is to go back and 


rd eg MCP forth between the Feywood and Icebound Flow uni a nowstorm 


Prod Belle aa a hen zo cdh hie En starts: from there, go to Karydine Gl 


Marks calossal Mon iris only two screens away, the chance of the 


He will also cast Sleep a 


ier, then Silve 


non-clemencal M 


be higher chen with any other re 


e Katana 


82 on your p 


this way, ie will hardly h 


SIDE-QUEST 2: THE HUNT FOR BELITO pe ijn soe ep 
(A DARK RUMOUR) sl 


i r pd nr 


Fhundaga, or Lightning 
je Mark, you 
000 Gil, Ass 


Ia order zo receive his Bill from Mone 


oa muse already have 


ered ar least two other Prioriey Peririons, and have also defeat 


ster Talk o Moncblanc to learn the locarion of che Mark, who at Tobi and met On Ee Ode 
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SIDE-QUEST 2: THE HUNT FOR THE BEHEMOTH KING 
(TRUTH SHROUDED IN MIST) 
7 


imbaed weapons if possible) In order o accept ds Priory Peciion you must first have defearad Fafe (see above) 


ng this bande 


sentire squad. For 
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k, before fn Furchermore, the Mark will only appear ar the Edge of Reason if you have defeared all 
sere enemies in thar zone as well as in che Tee Field of Clearsighe. Dori move more chan two 
har have a high Evade scat zones away or the enemies wil re-spawen. You may have zo check borh zones twice as che 
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SIDE-QUEST 2: THE HUNT FOR DEATHGAZE 
(VISITOR ON DECK) 
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SIDE-QUEST 2: THE HUNT FOR YIAZMAT 
(FAREWELL TO A LEGEND) 


In order to face this Mark and conclude the Hunt and Clan Centurio © When Yiazmar uses Reflecrga. quickly remove this effect before healing your team F 
side-quests, you must frs have complered the Wyrm Philosopher side-quest especially with Renew) or temporarily equip Mirror Mails prior to that. 
(page 309) and defezred seven Rank VII Marks ® Be mindful of the traps laid in the arena. Either regularly cast Floar, or trip them 

= Kk deliberaely when your HP is sufficiendy high co avoid gering à nascy surprise later on 
erat re ri kie hg ee © Obriousy, dont use Holy or Holy-imbued weapons: their damage will be absocbed eff vaLrrmoOGH 
Are, «Eager ede gin del el ei 
leave, save and return as much as ou like, The number of attempts you make ede ie ed 

(deorner ofthescreen, _ ® Fyou have zwo KO characters, bring ax east one reserve member in vo revive . 


ar defeating this Mark will appear in the top rig 
Your ream should be a lease level 85 ro have a decens chance of lasting long 
enough to haer che beast 


both of them simulraneously 
@_fyou are short on MP, rocare healing duties, or use Syphon on whoever casts Magicks the 


least 


Repear your previous tacric of using Expose approximately ten timestolower © Equïppú 


s Defence rating and keep pour party members spread our to avoid losing eeen all at perm 
e Cast Dispel regular and use the maar tried and trusted of Final Fancasy XII seraregies: © “Tyan ep yon pelleaser wi 5 Ring (to pion), your best 
proce, Shelia and Hastega on everyone: acak wich Lure, Br a a damage Gun loaded wich Dack Shoc, and have t a de Serene Licences daer dea say fr 
dealer wich Bravery and possibly Berserk: and, of course, a spellcaster to heal everyone and cure all nde ont efidie wit wd enscmsdr Gel y will scarcel ed, and will 
slmens. Equip Ninja Sword allimbued with Dark) and ry co land a few massive c 20% more eficient whe ales cam Fei omnatsljtey 


A Yagyu Darkblade and C 


Alternacively, 
will make powerful healers 


ds ® Once the monster has only a few HP bars left, you might need ro equip Bubble Beles and 
egate many he Marks arracks, as che will chen acrually heal you racher cha en a zie nothing búst Protect to save time and MP. 
cue main consandy consider casting vega lezscon our Led tank. a mall deni frger zo SE eronder erika 
Your reward for eventually uly awesome fighr will be 30,000 Gil 
ere are à you d zo make chi Gede Badge 
° Stick ar wo preventie from arzempeing to heal itself, which i will do you 


SIDE-QUEST 18: GONE FISHIN'! (PART 2) 


“4 Message In A Bore 
To undertake che second par of the fishing side-ques you must first have defeared Gilpamesh(see in each coloured bore. Decipher che code o ear locarions char you need to vise co receive an e 
page 317-318). Once you've done so, teres an 80% probably thar he Empey Bordestharyou iem and a Message (look for somerhing epe-catching, such ae a Fainr Glow). When oa have 
sometimes fish out mige zur into one of fv coloured boris. You wl ind an encodedlrrer collected all five Messages pou will discover where the secret fishing rod Maramune is hidden. Í 
Code wi sol Berea keur | 
Blue Botie | ___CNZCKAK A ong heter o each af the eten in DEADLANDSBOAT Boat heat in he outs ome cf Echoes of he Pas in he |X-Ption and the any Í 
tone abra Deadlands Nessge dating Roer. dee || 
Green Bote |_SSADLNIAKLADHALIETDNREA Start at the left and red every otber letser, SALIKAHUTNEARDEADLANDS {Hut located in the Piebald Path, close to the Nabreus Deadlands | Hastega Mote and the Green -rued 
then go back ‘Message stating, Fores….ngro…h 
Red Bottle nhIIOSTUE separate the lower case leners from the QUIET shine Shrine without steam In the Babling Vale in the Masphoran Holy 4 | 
petalen and amg en ge 
dellow Bottle 12-5-7-9- Eaters of the wind” refers to the The numbers in the message stand | Windmills 3,4, 6, B and 10 need wo be sopped whereas. 
‘windmill in the Cerubi Steppe for active windmmills. The “-” ssmbols ‚windmilis 1, 2, 5, 7 and 9 need wo be acuvated 
‘rlr sogped winds 
Black Boule The number gymbolse tenue SLUICEGATERITS Ename tel wich atas ot cf ras near a Sie Gate te Ort Mesapraing 


ler of the letters within the [de Genial Waterway Ctrl 


te Garamsythe Watenvay 


Location of the Matamune 
The Messages you receive in exchange for the bodes contain fracrions of differene words. When ou read the words in the righr order you 


will discover che location of the Maramune. The Village Elder in che South Bank Village will tell you the righe order: River, Forest, Fire, 


Ash, and Darkness 


ee 
ä 


Darkness …etono.…e 


You muse read che Messages verrically to receive the following clue:“undergroundbridgeronowhere”(undergrou o nowhere”) 


This bridge can be found ara dead-end in the Zeviah Span in Barheim Passage. Go chere o receive the Matamune fishing vod 


Fishing Location 4: Hidden Shoals Fishing Location 5: Den of the River Lord 


Swimming Direction Horizontal (0) / Ceriel Gore) Hortzoatal (40%) / Cerial 09) 
Hi-Potlon (45%) 
en peen Mlamantiie (50%) 
Perfect onu ‘Alamantite (45%) Perfect Bor Scared GOK) 


Gre Neben catfish 0080 Clembing fih 
vakdehes 1089 en 


Neben kingfih 


Fresheater Dalmascan bass 


Paget Pam ester ater 

Cant Poona braber t…@.»0.® 
ela de Ccm sce lie Hing df te Nrs (hoe Fr) BtO ® es 
aes vr ent in oc Td wet asem Cyd 1e ad 
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SIDE-QUEST 21: OMEGA MARK XII f 
ï de must first have accepted che Priori Ls 


pn FINAL FARTAST ID 


„SKY FORTRESS == = 
BAHAMUT., I= 


HEN veen Ps 5 EN ' — 


mpertal Piet 


RUNTHROUGH 63 


B From the start, go south to reach the Periphery and take 
the first turning north-west to reach the Catwalk 


D Enter the central hub and step omto the Central Lift, 


Central Lifi 
za choose “Engage the lft” when you reach the Lift Controls 


B Defeat the bosses 


ze perhen | EE 18 


EN oeren -@. Cannon Superstrucrure 


Periphery 


Bahamut Fauna 
Your main foes are Imperial Swordsmen. Most of them are 
Wed except Disable, 000 can neutralise 


impaired with Slow and Blind, rendering them rtmaly lace 
k ES, hey're strong against all elements and immune to most status ailments, so 
cast ee on en, then follow up with physi - 


Vaan _ 48304930MP 5 


A) Note that as this is the final section of the 


game, there's really no need to be frugal in 
your use of items from this point forward. 
You arrive in the Bahamut's Antechamber to 
discover that the Location Map is very similar 
to that of the Great Crystal: that is, nonexistent! 

However, your Minimap is still working fine, so use that. From the Antechamber 
go south through Bulkhead 3, and along the Periphery. Don't waste too much 
time standing and attacking the hordes of Imperial troops rat march up vo 
welcome you: there's a never-ending stream, and you have other places to be 
Follow the route round the corner and take the first corridor to the north-west 
to reach the Catwalk. 


Eel — 4 
B Enjoy another cutscene, then flee round to vour left and take the 


first turning right, into the central hub of the Catwalk. Run round left to where 


you can see the flashing pale blue line that denotes the entrancéo the Central 

Lift (Fig. 1). Take a little time here to heal your party members and cast all vour 
usual status effects in anticipation of the numerous boss fights that await mé 
steps away. Once you're ready, examine the Lift Controls and choose to “Engagé 


the lift”, The endgame begins 
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EXTRASe- __\ | 


| total of 21 side-quests in Final Fantasy XIL. Some are grand: others \ 
tal asides; a handful are practically games in their own right, \ 
and can take entire days (even weeks) to complete. The main Walkthrough \ NS 
chapter introduces all side-quests at the point in the main storyline where we En DN 
recommend players should begin them. However, there's no reason why some 

of these (particularty Mark Hunts) can't be attempted earlier in the game. Pe 

For that reason, this chapter has been designed as a handy reference tool for VE , ( 
all optional adventures in Final Fantasy XII, summarising or expanding on 
information offered elsewhere in this guide A word of warning: this chapter 
naturally contains frequent and unheralded spoilers. 
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SIDE-QUEST 1: CLAN CENTURIO ( SEE PAGE 186) _ 


‘an Centurio is a cu that hunts monsters for Petitioners. The headquarters is the Can Hall in 
Rabanastre, and the first membership test administered to prospective hunters — including Vaan — 

fs actual oeate this HQ! you talk to Montblanc on the fist loor of this splendid building, he 

will examine you to ascertain you're suitable material for Can Centurio, Don't worry —its hardly 
rigorous est Once accepted into its ranks, ou cam enjoy the surrounding of he Can Headquarters. 
and mix with your fellow hunters. Some of hem will offer you advice and support, while others may be 
a line less encouraging at this stage. As Clan member, you enjoy the following benefits 


© You have access (0 special Hunts, reserved solely for Clan members (sce side-quest 2). 
Montblanc will personaliy brief ou on these exclusive Priority Petitions. 


You obtain rewards afer you have defeated specifie enemies or have acquired a certain 
number of Esper Licences 


® You receive a reward when your Clan Rank increases. 


© You can shop at the Clan Provisioner’s stall in Muthru Bazaar This merchant stocks a range of 
Magicks and items — some exclusive — that become available for purchase once you reach an 
appropriate Clan Rank. 

® You receive hints from fellow Clan members on thé whereabouts of Marks; sometimes they 

will even join in the Hunt wid you. 


® You receive information on which requirements must be fulfiled in orde to achieve a higher 
Clan Rank 


CLAN RANK 

Your Clan Rarik will increase schen you defeat “standard” monsters thát you encoúnter on 

vour travels, as well as the Marks tat you are tasked to bunt by Petioners. You can view your 
current Rank in-dhe Clan Primer, and at the Save Screen. Not merely an indication of your hunting, 
prowess, your Clan Rank also determines’ 


© Which Hunt Bills are availabie to you (both from Clan Centurio and from the Hunt 
Noticeboards) 

© What goods the Clan Provisioner sells 

Points and defeat a 


Your Clan Rank automatically increases once you exceed a set number of Cl 
specifie number of Marks, as Table 1 reveals. 


THE CLAN PROVISIONER x 4 ’ Ns 

fer you join Clan Centurio, you will be grafited the right o purchase goods from tie Can, 
Provisioner in Mudhru Bazaar (Fig 1). At first, only Potions are sold there, but s your Clan Rank 
increases, better items and Magicks will become available. Some of thé goods this merchant has 
‘n stock are both unique and extremely useful (seé Tuble 2), so is usually worth payiag him 2 visit 
ch a higher Clan Rank 
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TABLE Il: CLANSGEN 
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Brave Companion and higher 
Riskeaber and higher 
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War Mote 
Koot Rust 
Dark ater 


Revere 
Bub 
Fai 
Bren 
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REURDS 
You can obtain rewards from Montblanc for particular tasks rat you complete: when your Clan 
Rank increases (see Table 3), whien you defeat certain monsters, and afier you obtain a certain 
mumber of Esper Licences (see Table 4). If you haven't visited Montblanc for a while, you'll usually 


TABLE 4: PRESENTS 


TABLE 3: CLAN RANK REWARDS 


oppe (ning techn) 
2 edge Knight 


5 hear ard — 


War Mex 2 Teon Stone x 
eme 13, Teken Sone 12 


der aman terme ins 


have the pleasure of receiving a variety of gifts when he next greets you — the honourable Moogle 
will not forget past achievements. Montblanc will also relate messages of congratulations o you 
— along with rewards — from grateful parties that have benefied from your explois 
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poa wi tbe Rog Tomato unt 


rk you will be asked to hunt in he course of the main quest in this case by 
dev ermede ‘This begins a mission that runs for almost the 


Mark Hunt is only introduced in the Walkthrough chapter at a 
wo defeat if you ave been following our guidance closely IF you 


° eng Please refer to Table 5 to study essential 


TABLE: List or ALL Hunr Missions 


‘The Walkthrough chapter describes this sidequest in detail. Essentially though, all you need to 
do is regularly check the Noticeboards and talk to Montblanc to discover wat new Hunts are. 
wmailable, hen go and talk to the Pettioner, who will tell you where to look for the Mark. Hunts 
only become available afer certain events have occurred in the game, and also when you have 
atained the requisite lan Rank. Defeating Marks is a very efiective way o earn Clan Points and 
Licence Points, so you’ find that if you accept Bill au the point we suggest in the Walkthrough 
chapter, it will greatly help your progress in the main adventure. The Clan Primer, which can be 
accessed via the Party Menu, is an excellent source of information on active and completed Hunts. 
Though its possible to play through the entire game and only defeat the one mandatory Mark (the 
Rogue Tomato), you really would be missing out on whole world of fun and fantastic rewards 

— as well as finding out much, mach more about the residents of valice and hei different stories. 
So what are you waiting for? Get hunting! 


data on all Hunts, including the page where further details can be found in the Walkthrough chapter 


Unlike regular monsters, Marks will only appear once you have accepted a Petton, and never 
re-appear once you have defeated them. You can instantly spot a Mark on the Minimap as Lis 
represented by a much larger red dot than a norgtal enemy, with a distinctive orange centre 
Sometimes you must fulfil certain conditions befre a Mark will appear, such as having a party 
member in the HP Crical state, or having three female characters in our active party You can 
find details og these conditions in the Wallahrough chapter. Note that you will occasionally be 
joined by a guest fighter during certain Hunts, as shown in Table 6 
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„SIDE-QUEST 3: THE DALMASCAN PATIENT (SEE PAGES 205 AND 231) 


souts Bank Village 


the Cacus Flower. Afer reporting your victory to Dantro and talking to him again, he wll ask you to 
take the Cactus Flower to his wite at he South Bank Village. This begins side-quest where you must 
feich diferent medicinal ingredients to help heal the patient that Dantro's Wife is caring for. 


® The Cactus lower from the Howering Cactoid Mark 
® Up to five Semclam Shells from the Banks of the Nebra and he South Bank Village areas 


„SIDE-QUEST 4: NO MORE HEROES? 
[ese ORS 


Even though you can theoretical “start” this quest quite eachy in the adventure, you need to face 
powerful Marks to complete it (see Table 7), which you cam only hope wo find — let alone defeat — 
mach later in he game. The basic premise is that you must cheer up an eccentric See called Joy by 


defeating the ive Marks of Nalbina 


Jovy will wen up every me you report a vltory to one of the Peuitdoners on the list. When vou 
‘defeat all five Marks you will eventualiy receive your reward from Jovy, as well as an explanation 
for his strange behaviour. 
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In order to’begin tis side-quest you must first have defeated the Flowering Cactoid Mark and obtained 
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SUPPORTING CHARA 


®_Up to two Phials of Nebralim from the Outpost 
® Up to three drops of Valeblossom Dew from the Broken Sands 
® The Great Serpentskin gained by defeating the Nidhogg Mark 


Moni 


athens Key and one ol he ol 2 Bane ee Maps Glove ora 


You can only complete this quest once the Ferry is up and running again, which happens 
Case of the Missing Cactoid side-quest. The qualigy of the reward you get depends on the number 
of ingredients you deliver to Dantro's Wife (see page 231 for details) 


Character 


afier the 
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sSIDE-QUEST 5: CONVERSATIONS WITH KTJN _ 
EN RN ee EE 


This quest involves chating with a Viera wracked by indecision, and helping her choose her future. 
‘She will ask you a series of questions over a period of time; how you answer determines her 
‘eventual Wie decision (or ack thereof), and the reward you will eventwaliy receive. Once you have 
answered the first question, ijn will be ready 1o pose another at the following points in the game: 


Afir vou escape from Ondore's Estate 
Afer you obtain the Dawn Stard 

After you visit Mt Bur-Omisace 

Afer vou defeat Judge Bergan 

Afir vou vsi Drakdlor Laboratory 

fer Balhier's airs, the Sr, becomes valable for free rel around he world. 
Afer Bahamut is activued 


of SIDE ODE INDEN 
| 


ml 


You can only listen 0 one of her questions at time, and she wall only pose the next question 
‘once you reach the subsequent milestone on the ist, Howerer, his will change once Balrämut 
appears Kijn will hen pose her next question 15 minute afer asking (he last one Yoù must ist 
a diflerent section of he map in order wo trigger the next question. 


Afir the fourth question the Viera won ask a new ore, A the next point in me, she will have 
moved on 10 her final location (see map). When you talk to hr for the final time you will réceivea 
reward, as seen in Table 8, 
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‘The first time you take a trip on an Airship and talk to Chief Steward Ann in the Sky Saloon, your conversation will be DIAGRAM 1: THE SEVEN AiRsHIP ROUTES 
‘interrupted by am arden youmg man called Rande. If you choose to ask Ann about Rande, conversation will ensue, after 
which Rande wll promise to stop pestering Ann Vaan manages to deliver message to each of her six sisters. If you 
agree, vou will receive Ann's Leter from de Chief Steward. The seven sisters are trzvelling on seven difierent arship routes, 
5 depicted in Diagram 1 


Aer you talk to Ann on one route, you must travel va Leisure Graft on the six remaining routes and show Ann's letter | 
to each of her sx sisters, The order in which you visit hem is not important: the next sister will always appear on a 

route you haven’ trelled before. When you have shown (he eter to all sisters, you will recetve a Ring of Renewal { 
from the youngest bling, ist. Not al he Airship routes are available at he tart of the quest, but you will be notified in | 
the Wallahrough chapter when a new route opens up (see pages 207, 217 and 250). 


SIDE-QUEST 7: DIARY OF A MOOGLE ( SEE PAGE 216) _ 
EN Dern CO 


Afir you defeat he Mark Rocktoise for Pilika in the Khus Skygrounds, talk to her again and shel will be given dae opportunity to take a sneaky peek at its contents. Take it back to Pilika and she 
ask you to fetch her Diary from Clio's Technicks. She ll give you a Merchani's Armband, which will ask you if vou read her Diary. The truth is irrelevant — only your response matters. you say 
will grant you access to the second floor of the Technicks shop. When you collect the Diary you _ you did, you'1l get a Klimweave Shirt; if yóu say you did, she will give you the beter reward. 


Kilinmweave Shu or Shepsents Bolero | 


SIDE-QUEST 8: MAKE YOUR OWN SUNSTONE ( SEE PAGE 217} | / \ 
CN nn 


Visit te Nomad Village in Giza Plains during the dry season and talk to Masyua about Sunstpnes;__ you will generate, and the more lucrative the reward you receive from Masyua. You find 
shel give you a Shadestone. You can then use the Dark Crystals situated around Giza Plainsto step-by-step description of the quest n the Walkthrough chapser, as well as a table detailing al 
‘charge the Shadestone until it becomes a Sunstone (as you did previous in the main storyline __ the possible prizes. 

to obtain the Crescent Sone). The faster you complete the task, the beter the quality of Sunstone 


329 
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;SIDE-QUEST 9: HIDDEN ESPERS 


ts - — < 
mn BN ee EN 
As well as the five Espers that you must defeat in order to progress during the course of the main TasLe 9: The 8 HIDDEN EsPERS 
onine, here are eight optional Espers that you can seek out and vanquish in order to unlock 
their icences, Collect al eight hidden Espers (see Table 9) and you have yourself formidable maren 
‘arsenal of phenomena strong enties to call upon. By doing so, ou also receive rewards from | gheen ijs il 
Montblanc. Tm Gren Cya. 
tene ns 
lDE-QUEST 10: THE CASE OF THE MISSING CACTOID ( SEE PAGE 230) 5 


EN KN ee EEN 


In order to set his side-qoes in motion, ou must have already defeated die Flowering Cactoid Mark _ there back to the Nort Bank. Asa resul of your investigations, he Ferry will start running again 
and given the Cactus Hower to Dantros Wie in the South Bank Village as par of Side-Quest 3 between the wo villages, enabling you to complete the second part of he Dalmascan Patient side- 
The Dalmascan Patient The quest involves taking the ferry 1o the North Bank with Tchigri totalk quest, as well as ulfiling a requirement for the “Gone Fin’ mission. Apart rom (at, ts simply 
this father, examining the Cactus Hower buried behind the hut, then taking the Cactoid found __ a whole load of fun, especialiy you're a keen fan of Cactoids — and who isn? 


SIDE-QUEST 11: BHUJERBAN MADHU MADNESS ( SEE PAGE 230 ) 


EN ron rt 


This enjoyable and lucrative liule episode involves finding 14 bottles of he legendary Bhujerban __ chapter features map showing the whereahouts of every customer in Bhujerba, as well as each 
Madha liquor and selling i to 14 thirsty connoisseurs willing o pay well over the market price _ boule. Bottoms up! 
for their vourite tipple. Aferwards, vou get to enjoy their “merry” reactions! The Walkthrough 


;SIDE-QUEST 12: DEFEAT THE EARTH TYRANT (SEE PAGE 255) 
re 


This is another quest that you really should wait until later in the game 0 attempt, as the monster at 
the end is prety tough involves following these steps Rabanastre 


© Talk to a man called Rimzat, who turns up in Westgate, and agree to help him. 


® Gather information frs from Cote, who is siting beside the Southern Plaza fountain, then 
from Northon, by Storehouse 5 in Lowtown. 


® Retrieve a Wind Globe from a Dynast-cactus at the dead-end in Windtrace Dunes (in the 
Dalmasea Westersand). 


Report bach to Rizmat, Cotze and Northon in Westgate to obtain the Windane. 


® Head for the Wyrm's Nest to the east of the Corridor of Sand in the Dalmasca Westersand, 


where you must vanquish the Earth Tyrant. aan 


The following map shows the location of al relevant protagonist and objects in his side-ques, and 
vou can find a full guide to completng in the Walkthrough chapter 


Lowtown 


Dynast-cactus with 
the Wind Globe 


SIDE-QUEST 13: JULY THE STREETEAR ( SEE PAGE 230) 


4 
EN sins ron GN 
This lie quest is the only one in the entire game that has some sort of time limit If you visit July in Charlote's Magickery to claim your reward, If you try to start tis quest after you defeat 
Nalbina Town before defeating Judge Bergan, vou can talk to July and then help her by scaring Judge Bergan on Mt Bur-Omisace, you will find hatte main players in the event, July and the wo 
aff a Chocobo-phobie Imperial. Subsequentiy, when you eventwalty reach Archades, you can visit Imperials, are no longer in West Barbican 
SIDE-QUEST 14: VIERA DATING AGENCY (SEE PAGE 236 } & 


En rren EN en 


Here, you can take a break from adenturing to help a lonely Vera find love. Sart your romantic _ Plaza, then set up a blind date for her with one of them. IF you choose the Lovestruck Man you 
mission of merey by talking to the Wandering Viera in Rabanastre's Southgate. You must then ‘will receive a Lovley Bow and 2 Hi-Potions; if you pick Lord Vain, vou will only get a Loxley Bow 
decide between wo potential suitors that you can meet in Yamoora's Gambits and at the Southern. 


FINAL PANTASL II 


„SIDE-QUEST 15: NABUDIS MEDALLION HUNT ( SEE PAGES 275 AND 312) 
sce EN en | 


is actually possible to begin this mission before you defeat Judge Bergan, as long as you have __ dangerous areas and ends with three very tough boss banles. See the Walkthrough chapter for a 
already completed side-quest 3, ide-quest 10, or have kicked aff the first part of side-qucst 13. step-by-step guide to completing this quest. 
However, this is certainly oo early to underake this mission, as it takes you to some particularly 


peons oa Esper (Cha Valke dte Weel) 


,SIDE-QUEST 16: PHON COAST HUNT CLUB ( SEE PAGE 280) 


— ej ITA 
EN eere en rn 


THE TEST ENNE 
Talk wo the Hunimaster outside the wooden hut just south of the Gate Crystal. When he asks, tel him that you're a “Bird of prey”, Taste 10: OurriTrers STOCK 
and hel send you of in search of a Thalassinon, Leave via the east exit to find the Vaddu Strand and look for the cl ledge to 

the far east of he area. Stand there and look down to find your quarry stomping along the shoreline (Fig, 2). Target it and run, 
down vo begin the baule. Firs disable its Protect, then use physical blows (guns are especially efective) or Wind-based attacks 
An easy way o neutralise this monster is to cast Stop on it, You can then finish it of in a number of ways, such as casting Oil 


Wegen 


| } 
followed by Fire Magicks, or bouncing Aero of your Reflect-shielded party: Afer you defeat your quarry, you receive a Shelled Damnstal_| Amar || o | 1 | 0 
‘Trophy. Retuen to the Huntmaster, and he will grant you membership of te Hunt Club. From this point on you have access EC ECO 
10 the Outfiters, shop available exclusively to members of the Hunt Club. The Huntmaster wil ask you to talk to the three Wenn [a 5 | 0 | 0 
brothers at the foot of his hut steps, each of whom is responsible for speci item types: Stok (Sundries), Blok (Armour) and Ame |oo] o | 5 D 
Atak (Weapons). They will set you the task of hunting for 30 Rare Game, who will each drop a Trophy when defeated. Agree to. kosong | wo | 0 DE: 
undertake the hunt when prompted. Vegen | Fe [oel 
meal | Ammar DN CN NK 
Winge boas | Accea CN CN NT) 
Diamant Secr} eagen 5 | o | 0 
‘caad | armour DRT ° 
[into renden | name jam) o | o | 15 
Randi | vearmo | eol | 5 “ 
estbenger | Wegen um) m | o | 0 
Dena | amer [u o | 4 a 
Diamond ener | eso [iem o | o | 2 
alber su__|_Ammoar | 1300 | 1 5 
Gangtets | Ven iel 2 | 0 | 0 
pna | Amar [sw] 0 | o 
AE | 

HUNTING RARE GAME = 5 efect Mat tem mj 0 o 5 
Rare Game are unique monsters that can be extremely hard to find; they are also much stronger than most foes, and some even Hems Sandals | sereearr | mmo} 5 | 5 | 15 
rival bosses in terms of strength and resiience, There are 80 of tem in the entire game, but you only need vo defeat 30 duringthe ‘cme | wen | EE WN) 
Hunt Cub mission (plus, of course, the very fist one defeated as part of the initiation process). These differ from “normal” Rare rde Bd KE 3 û 
Game in tree ways ie zn jm ej ej 
Vesgon Tel w wo 

1. fou have not started the Phon Coast Hunt Club side-quest, the particular Rare Game specifie wo this side-quest won't appear, Lic es 
even if you meet the other requirements. Minna Bier |_ Amour | 4110 wo D 
2. You will always receive a Trophy after your victory, Moramsa | Wegen | som | TP PR 
5. This type of Rare Game will not reappear once defeated. Mirage Vet Amour 5 1 
sopstng | vanme | 300 ||| 5 
As these monsters disappear forever once defeated, don't miss the opportunity to teal from them. Some carry particularly notable oge ie |_ weg| 3510 5 5 
treasures — for example, he Arioch carries a Sage's Ring, Howerer, note that you may need to repeat the Steal command on CI TE CN CN 
numeroas occasions before you can purloin an item from Rare Game monster. ES KEE E 


REWARDS —————— 
BLE Il: QuesT REWARDS 
Fulfiling this quest will have two main benefits: it will progressively increase the Outfiters's (Fig, 3) stock (see Table 10), and Taste Il: Quest RewArDs 


ft wil ultimately enable you vo receive a reward (see ‘Table 11). The nature of the goods sold by the Outiters and of the reward Ú__ winner ____ Trophy Amoum_____Revard | 


will depend on how many Trophies you choose to give to Atuk, Blok and Stok. Basically, ou can expect to unlock weapons if you vak Vormer | Crau 
favour Aak, protective i you favour Blok, and items or Accessories if you favour Stok [sores [oden 

En 16ormoe Reng aren 
Additionally, vou can meet the Hunt Club Owner in Archades's Highgarden Terrace. In order to get there vou must have a. bores Lege 
Sandalwood Chop, which you can trade for 28 Pine Chops. You can earn these by committing to memory the tales of 28 people En 16or mor Saer kig 
and relating them to the 28 matching people in Archades (see Table 12), completing the task set during the main storyline to lache Tage ing 


car the cab fare to ‘Tsenoble. When you talk to the Hunt Club Owner after you have defeated six or more Rare Game, you will 
receive an tem as a reward. After the first reward you wil be given another prize after every five subsequent Rare Game monsters 
defeated, as shown in Table 13. 


Taste 12: THE 28 “MATCHING” PEOPLE IN ARCHADES 


Meer | Resminiscing Lady |famitminddid | |Reres |Dagrstel | Plikmpberdf Guise 
[mid rraeller 


pagus tee hinten vpe en, AEN 
lookalike [rookte ‘Good Brother Wang Woman. ABLE 13 
enkel Vomar [temin Tant header py oes HUNT CLUB OWNER REWARDS 
kei an mein Et en | 
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ver hbe [ek Rn veonel Gaf Home Gen 
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ee Demel ade hakken Ï E [ome Gm San en 
kn ia veg [mam = opta am 
wereld [omme wa rn 
outte waan it 3 En 
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ON 


fan] 
No 


RARE GAME 
There are 80 Rare Game to be found in total, but you only need to defeat 30 of them (plus the ‘tend 10 stumble ypon many of he required Rare Game during the ain storyline, though you 
inial one) to complete this side-quest. Once you have started this mission, you will find thatyou tl need wo actively explore to find others. 
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;SIDE-QUEST 17: STOP THAT COCKATRICE! (SEE PAGE 294) 


In order to start his side-quest ou mus first have defeated the Cluckaurice Mark (see page 216). you have the Feather of he Flock item (and, of course, i you can follow their distinctve Cockney 
Visit the Nomad Village during the dry season to discover that all the Gockatrices have escaped dialect). You will receive a reward for each Cockatrice that chooses to set out or home. Ful 
from their pen. Somehow they ve managed to spread their wings far and wide across Ivali details on how to persuade each individual Cockatrice to return to the Nomad Village can be 
and is our job to persuade them to return home, You'l find that hey re rather strong-minded__ found in the Walkthrough chapter 

ereatures who speak in their own special Gockatriee language, which you can only understand if 


_„SIDE-QUEST 18: GONE FISHIN'! ( SEE PAGES 280 AND 319) 


4 
ce RENE | staruns roi: Een KEN 
This enjoyable side-quest can be repeated as often as you like once you have started It puzzles, that eventually leads to à mystical fisting rod: the mighty Matamune. Comprehensive 
blassoms rom  buton-pressing interlude into an epic treasure hunt, involving eryptic word instructions on how to complete this quest can be found in the Walkthrough chapter. 
„SIDE-QUEST 19: PIRATE OLYMPICS ( SEE PAGE 281 } & 
rc ler pv Deko lara Reward \arous 
This side-quest acts as a liule light relief: what better way to blow of steam than to run around ___ against Rikken and his friends Elza and Raz. See the Walkthrough chapter for tactics on how to 
chasing pirates and strange creatures with birds on their heads? To participate in his vent. beat this trio 
speak 1 Rikken at the far end of Saccio Lane twice. You will then be given the opportunity to race 
„SIDE-QUEST 20: THE WYRM PHILOSOPHER ( SEE PAGE 309 } & 
EN ee seren ron Ge 
To star this quest you must first have defeated (he Vyral Mark and received a Dragon Scale formidable Hell Wyrm. If you manage to defeat this impressive creature, Montblanc wil reward 
Examine Windmill 10 in the Northsward in Cerobi Steppe, and give the Dragon Scale to the vou with 50,00 GIL Once you've defeated the Hell Wyrm and all seven Rank VI1 Marks, you can 
Worm Philosopher in return for the Age-Worn Key. Use the Age-Worn Key to unlock a door in the __ then go on to face Monblanc' final Priority Petition: Yiazmat 
‘Sochen Cave Palace, which wil lead you to a confrontaton in the Hall of the Wroth God with the 
SIDE-QUEST 21: OMEGA MARK XIl (SEE PAGE 320 ) « 


ocen 


Thús is the last of he side-quests, and definitely one of he most challenging! You must fcsthave__ the Omega Badge. Whien you sell this along with the Godslayer's Badge and Lu Shang's Badge, the 
accepted de Priority Petition to hunt Yiazmat. You then need vo head for the Great Crystal via ree Loot tems combine to form the supreme Wyrmhero Blade, also known as the Dragon Crest 
Giruvegan and follow the route outlined in the Walkthrough chapter, where you'l also find hints __ sword, which you can then buy rom the Bazaar. 

on how to defeat Omega Mark XIL. Once you have defeated this opponent, don’ forget to pick up 


Oers aise 


EXTRA EXTRASI = 


SKY PIRATE'S DEN RD 
You can access the Shy Pirate's Den via your trusty Clan Primer. Isa virtwal trophy cabinet where _Note that on paper, it's actually possible to unlock some of hese figurines (Penelo, Baihier, Fran. 
your achievements in Ivalice are acknowledged with figurines depicting characters or creatures __Basch and Montblanc) while you play as Reks at the beginning of the game. However, there's no 
from the game. There are 30 to collect in all. Each one appears after a specific requirement has __ reward for doing so, and it would take a very long time to achieve. 

been met, and grants you a specifie tide — as Table 14 reveals. 
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TABLE 14: The SKY PIRATE'S DEN 
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ASSORTED TIPS & CURIOS 


Battle Miscellany 

® Af you change a character‘ equipment while they perform an areaefiect activi, their action 
will be interrupied. You can exploit this feature to use powerful area-cect Magicks, such 25 
Firaga, on one target only (which could make it a useful trick to exploit f, far example, other 
nearby targets‘absorb Fire). 


© tiems dropped by monsters disappear after a certain period of me has elapsed, or {more 
han 10 are active at once. In ther words, is a good idea to pick tem up regularly, espechliy 
In areas sich as Shuna Twinspan (map 13-4) where you can face numerous assailants in rapid 
sucoession 


® The effects of actions (amtacks, healing, at al.) are calculated an the precise moment that they hit their 
target You can take advantage of is feature in a. mumber of ways For example, f your spelleaser has 
the Seren licence and you choose to heal our pary manual wis that character ret the Maick 
‘a the caster — alerte initial healing, the wo stbsequent ses of the Magic wil be boosted hy Seren 
‘Another exafyple: you can reduce (or even neutralise) the damage infited by area Magicks used 
by enemies by switching appropriate Accessories or other protectives between party members moments 
hefore they are ik, This is a ie oo award and or general use, but could come 
In handy during a ani hase were every last drop of HP and MP counis… 


© ‘The sccondary elect of certain elemental weapons (such as jaficing a stats ailment) may 
occur even though a target is immune to the element the weapon fs imbued with. 


® You can use the Sades of Black Technick to cast Magick even ifyou don't have the appropriate 
Licences, This Techniek randomly casts one Black Magick from the 18 available. However, 
eight of them only have a 1.3% chance of being performed. These are: Aeroga, Blizzaga, Flare, 
Firaga, Shock, Ardour, Thundaga, Scourge and Scathe. 


® Concurrences infliet damage on all foes within range, yer they are not viewed as an act of 
aggression by “neutral” foes with green HP gauges. Yoa could potential use this o weaken 
or defeat powerful nan-hostile creatures, such as th Wild Saurian, when your party sat a low 
level — though it can take quite wie to beat song woukd-be foes this way. 


As you should know; you can only successful use the Steal command once with each 
enemy… but actual, there are a few bosses and Marks that are an exception to this rule. 
These are: the Gil Snapper, the four Rooks (after you defeat a Rook), Cid (afer his HP drops 
below 50%), Gabranth (after his HP drops below 50%), Gilgamesh (each time his HP is 
reduced Dy an increment of 20%) and the Shadowseer (afer he summons Pandemonium). 


Once you have obtained the Treaty-Blade, go to Ormone Plain and defeat at least si Chocobos. 
From that point on, there will be 1 in 256 chance that a Lv,99 Red Chocobo will 


appear when you enter Haulo Green. fit doesn't appear — and, let's face it the chances are 
incredibly sim — you actually need to move two zones away to force the local monsters to 
vespa. However, if you're incredibly dedicated, or jus preternaturaliy lucky, you may 

get 0 meet this truly unique foe. you can go one step further and defeat it, you can obtain a 
Ribbon: agaably the most precious and rare Accessory in the entire game. Furthermore, vou 
have the opportunity to steal valuable fem, such as a Megaliir, and could receive  Gemsteel 
if you ow the Knights Monograph. IFyou have the patience of a saint, and the complet 
fervour of a madman (or woman), you’ be pleased 0 know that the Lv9 Red Chocpbo can 


© When you leave in the midde of a bate, you have a chance to heal yourself. but so do monsters! 
Théy recover their HP naturally overtime, and some can also use healing abilites. This even applies 
to powerful enemies such as Viaamat and the Hell Wyrm. 


® In principle, the Fang items (Red, Blue or White) remove 25% of their target's max HP. 
However, here is way to increase their effect and deal notably superior levels of damage. 
To do so, simply equip a Pheasant Netsuke Accessory and a weapon that increases he power 
of the relevant element by 50% — for example, a Glacial tf for a Blue Fang. Note that these 
awacks have a imi of 9,999 HP damage. 


© Ifyou would ike 10 infiet status ailments on enemies that are not immune to them wtb 
a 100% success rate, you need to acquire the remarkable Nihopalaoa Accessory. Havé a 
‘character equip it, then use the fem tat normally cures a status ailment and thanks to 
the influence of this unique ring — it will instead cause the ailment. Nihopalaoa is an of 
misunderstood strategic git with a lie thought, it can enable you to temporarily cripple or 
seriously incanvenience many tough opponents with relative ease. Beter sil, should one of 
vour characters acquire all Remedy Lore Licences, he use of single Remedy with Nihopalaoa 
equipped can inflict a viious melange of unpleasant alments al at once! 


© Simar, you would like to hi alies with positive status elects wis a 100% hitrate, equip he 
caster with an Indigo Pendant this was, the target's Vitaly rating wil be ignored. This aci is 
extremely helpful with saus fees that often Fail to take fect, such as ure or Berserk. 


© ‘There are a few enemies that use attacks that only hi party members who are at specifi levels 
For example, during your sécond encounter with Gilgamesh, he uses attacks that hit characters 
whose levels are multiples of 2 or 3. Because of is, it's oecasioralyin your best interest to 
‘engage in a linle creative levelling up before you approach certain bosses and Marks. You can 
accelerate EXP growth by using the Embroidered Tippet, but don” forget the strange Accessory 
called Firefly. This enables you to halt a character's EXP growth, which can be very handy if you 
want 0 prevent party member from gaining a level while you prepare for such a bate. 


Character-Related Miscellany 

® Whien you first reach the North-South Junction in Barheim Passage, Basch obtains some 
equipment. At this point his aaributes are recalculated in accordance with the party's current 
stats. Ifyou didn't take the time to level up in Barheim Passage, this can actually lead to him. 
ending up with lower max HP and MP! 


© Though it may seem risky, there are a few benefits in selecting only one active character 
instead of the usual three while exploring or leveling up. It can also make sense to place all 
but one character in the reserves to reduce the devastation caused by a predicted area-efiect 
mack, or even wo reduce the cost of healing your entire party For example: 


De Asingle character ears all EXP awarded when monsters are defeated, and can level up 
more rapidiy 


» Asingle active character can heal all members of the reserve party (even if it includes five 
allies) with an area-effect Magick such as Curaja. 


®_You can avoid traps more easily, as one character is easier to manoeuvre than three. 


» {you anticipate a powerful area-elect attack, switching party members out (if possible — 
timing and luck are everything) means that they can avoid its efiects. 


© Certain non-party characters that briefy accompany your entourage can provide you with 
access 0 information on enemy auributes, even when the Libra status elect s not active on 
your own party members. For instance, this happens when Bansat and Kn join you during 
Hunts. 


© interesting if party members have the Reflect or Reverse status eflects active, they do not 
apply while they are in the reserves — which means they can be healed with Magicks. 


Omega Mark XL Tips, 
® There's very small chance that Omega Mark XI will drop a Mythril Sword wien you defeat 
it You can increase this probability by op to 5% by starting the bande with an active level 4 

Baule Chain, even iF the boss is not the same Classification as the foes you felle beforehand. 


© Wien all characters have the Invisible status, Omega Mark XIT ís unable to spot them and 
won't autack unless they stand directly underneath it, 


The index is designed wo help you ind the vital information you scek in a mater of moments. 


‘Whether you're looking for a specific map, an explanation about 
related matter, you've certainly come to the right place. For greater ease of reference, 


feature, or even a 


sidequest 
colour code is used throughout his section. Green page mumbers represent location maps, 
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each of which will be accompanied by a list of the treasures and enemies that can be found in 
the immediate vicinity. Red page numbers refer to the Extras chapter which contains possible 
“spoilers”, so you might want to avoid them until you're ready. Note that all monsters are listed 
alphabetically in one handy separate table. 
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